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Subscribe or renew your subscription to NINTENDO POWER- fer/tef 

get 4 FREE Payer's Guidies-worth S15 each! That's S60 worth of FREE power 

to send you on the ultimate power trip I 



NINTENDO 
PLAYER'S GUIDE 1 


m game ms 


Never before In history has so much 
valuable info been packed into one source 
The NES Gama Atlas features complete, 
full-color maps of tha most popular games 
out there I Super Mono Bros., Mega Man, 
Castlevania, Zelda, StarTropics and more, 
including all tha sequels! Score this Guide 
and Join the ranks of serious power pros I 


RIGHT NOW is the time to 
renew or subscribe to the most 
powerful magazine on earth. 
Even if you're already e 
Nintendo Power subscriber, 
you can still got 4 FREE Player's 
Guides when you renew NOW, 
Your additional issues will be 
added to your existing subscrip¬ 
tion I Now you've built a serious 
power base. 


Now, watch your power base 
explode with 4 spacfacufer new 
Ptoyer's Guidos*-FFtEE! Each 
one is e high-quality reference 
book that stacks critical, must- 
have info at your fingertips I 














Tills Is itl The future of Nintendo I You'll 
see and bam about tba new 16-bit NES 
system that's already rocking Japan I 
Plus the lowdown on Mario’s next 
adventure-Super Mark) World I This 
cri tica lly Important GukJa Is your 
introduction to the tech no-revolution 
sweeping video mastery. Be sure you're 
on top of it from the startl 


If you worship the ground Mario stomp s 
on, this Quids is a must. With fascinating 
details about tha early days of Mario, tils 
creation and how ha'a evolved Into THE 
mega superstar of video gaming. PLUS, 
knockout pictures, drawings and 
graphics to excite any Mario fanatic I 


A complete directory of every Game Boy 
tttfa In North America, tfll help you In 
future purchases, or when you’re In tha 
heat of battle-action 1 The most popular 
games ara covered In detail, ilka Super 
Mario Land, Dr Mario, Final Fantasy 
Legend, Tetris, Teenaga Mutant Ninja 
Turtles and morel Guaranteed to help 
you get tha most from your portable 
powerhouse I 



Now you’ra armed with 
e complete powerhouse library- 
guaranteed to infuse your game 
with outrageous power end the 
latest techniques! 

HIWT1NPO POWER IS YOUR ULTIMATE 
POWER SOURCE I GRAB IT TOKftAYl CALLS 



MON.-SAT. 4 A.M. TO 12 MIDNIGHT 
PACIFIC STANDARD TIME (PST). SUNDAY 8 A.M. TO 


5 P. 





POWERLINE 


It's .mother power-packed issue, 
with spreads on the latest and great¬ 
est as well as contest results and 
other points of interest. For atartera, 
check out the Neater Award results. 
The ballots are in and this years 
winners have been named. They’re 
listed in this issue, beginning on 
page 30. Thanks for your votes! 
How did your favorites rate? 

• This month’s cover story, Vice: 
Project Doom, is an adventure in 
game programming. It features 
three distinct scene perspectives in 
an overhead car chase, a view- 
through scope, and a side view for 
the major game action. Hero Quinn 
Harts trail takes him through a 
jungle and deep into the city in 
sinister aliens. The hunt 
begins on page 8, 


Kverybody’s favorite masked man 
makes his video debut in Kona mi’s 
Lone Ranger. Complete with his 
steadfast steed. Silver, he lopes from 
site to site squelching sidewinders 
set on dastardly acts. One thing if I 
certain: you won’t get bored staring 
at the same ol’ scenery. You’ll need 
the map on the back of tbc poster to 
keep all the scenes straight! 

• Who wouldn’t like to bave a per¬ 
sonal Jet Pack as a means of trans¬ 
portation? Pilot extraordinaire Cliff 
Sccord isn’t just dreaming it, hc^ 
wearing it! Based on the Diancy ^ 
movie destined to become this sum- ' 
mer’s comic-hero blockbuster, | 
Rocketeer is already heating up the 
video screens. It’s u blast! 


Our Game Boy department in¬ 
cludes a little of 
something for 
everyone in a veri¬ 
table game smor¬ 
gasbord this 
month. My Cer¬ 
ium, which fea¬ 
tures 3-D graph¬ 
ics, is a real puz¬ 
zler. It is followed 
by Gauntlet II, 
another problem¬ 
solving challenge 
based on the 
popular arcade 
and NES hits. 
Sports and 
strategy round 
out the reviews, 
featuring Nin¬ 
tendo World Cup, 
Spot, and Chess- 
master. 


The Adventures of Lolo HI is Hal 
America’s most mind-boggling 
puzzler yet, Lolo and Lala begin 
their adventure together this time, 
and players can select either as their 
character. Lolo faas will see lots of 
new terrain in the game’s underwa¬ 
ter levels. 


• In this issue’s 
special comic, we introduce the 
freakiest frogs ever to leap from the 
lily pad*: The Battlctoads. Most of 
next issue will be devoted to them, 
but before you see the game, meet 
the rowdy reptiles that make it so 
great. Don’t mi»s the atrip! 
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Quinn keeps his cod when he 
suspects an alien conspiracy, but the 
action heats up as he nears the heart of 
the matter 




Strap on the jet pack and blast off with 
ace pilot Cliff Secord. In the Holly¬ 
wood of the 1930s, anything is pos¬ 
sible 1 


LONE RANGER 46 

The righteous ranger rides again in a new video adventure from 
Konami. Scenes from multiple perspectives make it a wild ride 
through the Wild West. 



Lolo and lala return In a new adventure that leads them through 
17 levels and one hundred rooms-some of them under water. Its 
a Julu! 



T3PS FROM THE PROS 



HOWARD & NESTER 
CLASSIFIED INFORMATION 
COUNSELORS’ CORNER 

VIDEO UPDATES 



NOW PLAYING 

See whafs hot at the video bo* office. 

PAK WATCH 

Coming attractions for the NES. 

GAME BOY 



MYSTERIUM 

Rich, 3-D graphics add to the depth 
and mystery of this new role-playing 
epic from Asmilc 


GAUNTLET U 

True to the arcade and NES versions. 
Game Boy’s Gauntlet E serves up hot 
2-player action with 100 levels of 
puzzling fun. 


20 

42 

84 



94 



56 



BATTLE UNIT ZEOTH 60 

NINTENDO WORLD CUP 62 

SPOT. 64 

CHESSMASTER 65 


PLAYER’S FORUM 


PLAYER’S PULSE 6 

NES ACHIEVERS 76 

TOP 30.78 


THE INFO ZONE i 

NINTENDO POWER AWRDS 30 

The votes are in! Now did your favorites fare? 

BATTLET0ADS: THE COMIC 34 

Introducing the rockin-est reptiles ever: Zitz, Pimple and Wart! 

CELEBRITY PROFILE 81 

BULLETIN BOARD 98 

NEXT ISSUE *• 99 
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ARTISTS ARE DRAWN TO MEGA MAN I 

Our meilroom was flooded this last month with oceans of great art from 
ell over. Many famous characters were represented, but by far the most 
popular hero was Mega Man I Check out the catches of the month I 


EVEN RUSH HAS FANS 

I was so excited when I got 
Mega Man 3 for Christmas! It's 
the best game I've played 
EVER. The graphics and sound are 
most excellent, and I love Mega 
Man's new buddy. Rush dog. 
What e great ideal My little 
brother and I like to meke up our 
own Mega Man adventures. Even 
our German Shepherd puppy 
Barkley gets in on the actl I think he 
wents to be tha ster of a video 
game someday, just like Rush dog. 
Thanks for the best Mege-adven- 
ture yet. I can't wait to see what's 
nextl 

Derek McGoidrick 
St. Simon's island, GA 


A Ctiwk o«l (hi* Miii-Art from Siiffir Torre* ol 
Puerto Ikot 
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A Pttor Ocasio of tha Ironx, MY, got Magi Ms a IE for 
Christmas, >ai ha's atnaOy aiadt as m drawtags el the hots 
robots, fills cat shows Maga Mae fa a dUzytog battis with 
splt-cmy ftp Mao. HoM on to year hrocb, Mtgft-rfudol 


MEGA MAN 
HE POEM 

As you can plainly see. 
This is tha end of Mege 
Man 31 You beat Dr. 
Wily with the Seerch 
Snake, Then rocks fell. 
You're flat as a pancakel 
Proto Man comes, 
whistles his tune. At the 
end of this game. Dr. 
Wily is doomadl 

Lee Aiken 
Ei Campo, TX 

Snappy poem, Lee I It brought 
taars to the eyes of the edito- 
staff here at Nintendo 
Maybe it was tha 
onion-skin paper you used. 




41 Saaa lofty of MMdkburg, YA, sands ca 
Mi irtwork rogatarty. This gay Is looking to 
put oar artists oat of a Jofeil 



















Josh Foreman is 15 years old, 
end lives in North Pole, Aleska 
where Christmes decorations 
v are up all year, and a 20- 
n foot Senta Claus stands in 
■ J front of the Santa Claus 
y House. Sometimas the tem- 
' perature drops to minus 50 
degrees Fahrenheit Josh 


says that's when having Nintendo 
games to play is a great thing. 
Josh made thesa models mainly 
out of Cernit ®, which is a clay 
imported from Germany that har¬ 
dens in the oven. He's made e 
business of selling custom jewelry 
end figurines. From the photos, 
you can see thet he's been busy! 
Josh homeschools with his broth¬ 
ers and sister, which maans his 
Mom is also his taecher. When 
moose welk through the yard, his 
Mom stops school and lets them 
watch. He is studying Japanese 
now so thet ha can somedey talk 
with the Japanese staff et Nin¬ 
tendo Co. Ltd. 


Remember the Final Fantasy Trea¬ 
sure Hunt that was tha Raver's Poll 
Grand Priza last year? We had a 
great time coming up with that 
idea. This month, we’re going to 
let our readers choose the Grand 
Prize for an upcoming Player's Poll 
Contest. The prizes should be 
releted in some way to one of the 
letest gemes, so don't send prize 
suggestions like a new Porsche or 


10 million dollars, and especially 
nothing like a frozen piZ2e. Wa'II 
print the top entries in an upcom¬ 
ing Mailbox, and we'll use the best 
one in that issue's Player's Poll 
Contestl We still want to see pic¬ 
tures of you and Nintendo Power 
from around tha world. If you're 
planning a trip this summer, take 
your camera and your magazina 
with you I 


NINTENDO POWER 
Player’s Pulse 

P.O. Box 97033 
Redmond, WA 
98073-9733 
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W> ps are nothing b. V r ufb<r 

VW ^Q ^V-mT h, 

i aji on a runaway madman. Utt 
f T$- job would lead me to lh*id»i 
frhTnnl a \ frfrl A ilirfl", narrfTn V 
/or long. First they feci total eiy 
i«4iv vou'can’t sell Gel taJwrtiJ 
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VOICE: PROJECT DOOM 

MERICAN SAMMY_ 

MEMORY £3??%^ 


Graphics & Sound 


Aoy Control 


Q wlltnflt 3* Excittmtnf 
Th*m# & Fun 


IOOH m wis «m«ww» 

««*f MDMOt 

mi or tr. om ope** 

HOUR* t AT AY eOAAANO*- 


GAME PAK DATA BOX 


Vies: Project Doom is a sci-fi adventure from American S^mmy that' j» loaded 
with action, plot twists and thritt-packed stages. Most of the game takus 
place in the classic running and jumping side view. Some stages, though, 
look at the action from a totally different angle. Overhead driving scenes and 
first-person perspecti ve keep the game new and exciting. There are 11 alien- 
blasting stages! 
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Bottles, Bull ets and B onuses 

Ammo - ■ilkmiKP- Coins 


Heolth 

Meter 


Weopon 
Selection 

Your health depends on how welt you evoid enemy 
contact and how many life-replenishing items you can 
collect. Be on the lookout for Bottles and Meat-Bones. 
You may never get through the incredible challenges 
of advanced stages without them. 

Most enemies that you defeat will leave something 
behind. Bullets and Grenades are among the most 
valuable of these items. Save them for situations that 
require a long distance approach, If you run out of 
ammo, you can always fall back on your trusty Whip. 
And, when you're in the Car, your machine gun 
magezine will never be empty. 


Zip through high ipaed chms with this strong and apttdy 
Vic# Squid vthick. 


Ush wit tt approaching Allans with a stinOrd 
ism Vic# Squd Whip. 


Coins crop ap constantly 
filaat anoagh badtflas to 
collect tOO of these 
bonam and ytu'l aim a t 
Up Thal’Q sm a tat ft 
work whan Hit going gala 
toagh. 


♦ 

If you don't mint to got dost, toss a Ortnoda 
for txplosivt ruiifu. 


Take It To The Streets 


Pick Up Power-Ups 

Crates cars and rocks 
can hurt your car if you 
run into them. Blast 
them with Bullets and 
collect the Power-Up 
items as they fall 


NARCOTICS 

DIVISION 


m 


The madman drove an armored truck. It took some time, but I 
put it out of commission. The trick was to stay back and dodge 
the blasts while I kept the truck in my sights. The truck went up in 
flames once I punctured the steel plating with a few rounds of 
automatic fire. The driver was in bad shape. I found a green 
substance under his claws. It was Gel. 


Shift into gear and take off on a high 
speed chase through the city. Boxes, 
cones and barriers fly up when you hit 
them, though they won't cause any dam¬ 
age to your car. 

’• '• - ' Y ftMiaeft 

. , I | I luttoa lo drill 

f v * * ' goruHifb 

I I I i m» <n*e 


PROJECT DOOM 
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Dragoa Wings latest areas 
of tha city If yoor footing 
la unstable, try to avoid 
them 

Spikaa crawl around white 
waarlag sharp karaessea 
Cut thorn skort writk a 
Whip lash. 

Jacks hide thair identity 
hy waarlag pumpkins aad 
throwlag bounmerang-lihe 
sickles 

Tbs henchman of 
ChleaUwa leader Kim 
Roa, oaa msglc to throw 
names. Deck and stuck 


All of the city’s most 
dangerous thugs have 
been catalogued in the 
Mug File. As you en¬ 
counter them, you can 
identify their charac¬ 
teristics. 


There was only one person 
in the city who had access 
to Gel in its most pure and 
dangerous form. He called 
himself the Rat Man. My 
informant, Christy, told me 
that I could find him at an 
abandoned construction 
site in a dark corner of the 
city, i was on the case. 


Thfl zomhla-llhe Ho Pars 
hop mladteuty through 
the streets csusfng iittle 
trouble 


SIT? 


Tumbling Terror 


Sam* of the qirder* 


when you.touc*' 


* the awcond action of thi* stag^ fell wh*n you ^«*** y** 

ouchthum Th*e am Two iirea* that aw •specially trcky. 


You can do a lot of damage to 
this mangy mutant by pelting 
him with Granadas. Stay at a 
safe distance and get ready 
to maneuver when he tosses 
Girders. Jump when they 
come in low and duck when 
the/re flying high. 
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The Ammo 


The Rat Man bit the dust 
before I could question him. 
But tests on the weapons of 
the runaway trucker 
showed that Kim Ron, the 
master of the Chinatown 
underworld, figured into the 
equation. It was this shady 
character that l was to visit 
next. 


Tibbiei tend to leap when 
you lust suspect. Knul 
and swing; yoor Whip as 
they approach 

Do Milters charge toward 
you at breakneck ape ads. 
Swing swiftly to knack 
them dowa. 


back to thfc Fin 
Thrower. If you don?* 
jump, to* flame wM 
mis* you. K**p run 
•ling back and forth 
)nd coifed a ton oi 


Jack In a hurr> 
ay toesing * Grenade from 
tH* teft side of thi ‘ plat 
form. Then eafety move O' 1 
totho tedder 


Soma peopla say that Kim Ron practices black magic. Ha is 
definitaiy a suspicious character. Study his jumps and watch 
where he lands. Then kneel dose by and hit him. When he 
charges, jump to a platform and avoid his Bo and flame bursts. 
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Kim Ron was a creep, but he 
didn't supply the Gel. We 
found that the madman in 
the runaway truck had 
recently been at the Ricardo 
Range in South Central 
America. My partner, Reese, 
was already there. I decided 
to join him. Judging by the 
reception I got at the Port, 
though, somebody didn't 
want me to go. 


Gainers release a 
powtrfal and far-reaching 
blast. Taba them out as 
soon as possible 

If yoo see mb 8lrd, you'll 
llbaly aea more Try no! to 
1st them gal In tha way 


look! Up abovel Oraag* 
Ntajae haag oeto the 
celtoig aed attack whea 
yoa approach 

Razor fish art major 
troabtomaberst At they 
lamp, they shower down 
sharp faMosI 

Welch out for the 
awesoma aatomattc attack 
of tha RHfemea. It atkigsl 


Tbe flrutea art big tad 
badl Knoch them out of 
the plctare before they 
show their force 

filae Nlfljas don't asa 
magic. They coaceatrate 
sa a straight-forward 
attack 


They were ready for me at 
the Ricardo Range. At that 
point, I realized that this 
must be something really 
big. I continued to search for 
Reese and an answer to why 
all of the Alien activity was 
occurring. I had gone too far 
to let this jungle stand in my 
way. 


Airborne Attack 


here.,- Unless you're light on your 
feet, you’re going to get knocked 
*nto the water. Watch the Razors 
and get ready to iumn 
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GoForTheGunner 

Jump when you see 
the Gunner stand and 
prepare to shoot. 
Then, as soon as his 
fire passes by, fire 
back. 


!»!??[{!? 


tForaet The Ammo 


rates Gal 


Let 'Em 
Come To You 




SCORPION 


The irrwinn M-5 is a sup»tr dur ibH irmored 
vehicle. Its only weak spot is the sensor at the 


Wart for die Blue 
Nin|a to jump to the 
upper ledge. Take 
him out and jump to 
the island. Stop 
(hero, duck and 
beat everything that 


Cannon while it fires three bl'sts Then w**p 
the weak spot as you avoid a shower of Mis¬ 
siles. \tou can do.tfi ~ 
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I found Reese, but it was too 
late. He had fallen victim to 
an Alien scheme. This was 
the work of the BEDA Cor¬ 
poration. They were experi¬ 
menting with the human 
reaction to a new kind of 
Gel. I discovered a secret 
BEDA lab in the heart of the 
jungle and decided to inves¬ 
tigate. 


Slice they h* In bfcHech 
slime, the Sewer Rats caa 
ha pretty oasty. Whip 'em. 


SR Qmeaders onload 
explosives with aa arcing 
shot Raa endar thafr lire 
and blast them. 

Airborne Sewer Bets caa 
role a good jamp if you 
daa’t watch when they're 
galop. 


Stay Low 

Airborne creeps 
make things diffi¬ 
cult on the tram 
Watch it I 


After I blasted the Vardkin, I 
learned that the Aliens were 
experimenting on humans 
on my own turf. This dan¬ 
gerous game was called 
"Project Doom." I ran into 
another welcoming com¬ 
mittee on the train back 
home. I decided to get some 
fresh air and fight these 
thugs on the roof. 


Storm Warning! 

The elements am 

at work here. Esajissaj 

Fighl whan If s 

mrnmm 


Stop In your 
tracks whea tha 
Ifghl h tempo- 


P«pes, 

again. 


“Don't take any 
giant leaps in the 
sewar. You ntver 
know whore you'!’ 
land. Kaep running 
■'rid only jump 
-when it's nece: 


the enemies, or 
knocked off the edge 
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Beware Of The fans 

Remember that there are Fans 
above and below you as you're 
on the Conveyors. Jump with 
caution. 


inmnnwn 


Solid Ground 
Make sure that you know 
where the ground stops 
and the stream starts or 
you'll go rgEg 
over. 




Aii — To get from the top of 

—— tha ladder to the con¬ 
veyors, use Grenades at every opportunity 
and run when the coast is clear. Work fast 
and you won't be hurt. 


BOSS- PCU-100 VARDKIN 

Homing Missiles from the Vardkin buzz in quickty- 
Whip them and then go for the Vardkr • -tself v 1 
• -ould be able to get a k- -- - 

nits in Oh atwry hy t«. L Uk 


BOSS* PCU -110 ROGUE 

T he Rogue is a more advanced machine than the 
Vardkin. Stay on the lower level and run from one 
side to the next Duck when the Rogue attacks 
with arcing shots. Then hit it with Grenades or 


Walk off the 
ledge when 
the Rat just 
touches the 
stream. 


When the 
Rat touches 
the middle 
stream, • 
jump! 
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w the next 
platform as the 
electric charge 
moves to "the 
right. Then jump 
off the platform 


charge comes 


» Defeat the Mom 
tor here with your 
Whip. Then switch to 
the Grenades and get 
another Alien from a 
distance 


B Clear the area w 
enemies before 
you attempt to move 
on. Hit the close ones 
with the Whip end 
bomb the others with 
Grenades. 


!!l#l 


n Wutch *he electric charge below 
™ you. Then, as it passes by; drop 
down to its level and run before it comas 
back. It pays to be extra careful In this 


w the next 
platform as the 
electric charge 
moves to "the 
right. Then iump 
off the platform 


charge comes 


Hwi another point 
- when, you toiv* to Use 
caution. Switch to Grenade 
nd aim forth*, anemia on the 
<n£.. After deflating th iron 
Brute, Monitors will appear 


^ V 


[i] 


1 -f <■ j^ i i myn wwBi 

To avoid any stirprruw, you hould defeat every enemy at the first pc « 
sibte opportunity. When you're on the platform picture, .hit two 
Spark'*, than jump back and forth and Wait for in Iron Brute to appear 

3iM* * tc- *afc* h-rr out 


roiiow ine line on ine map tor ine snortest ant 


saTest route tnrougn inis section or the power 
plant. 


VICE EILE 

Project Doom was a big 
operation. The Aliens con¬ 
structed their own power 
plant just to generate 
enough electricity for their 
nasty experiments. I decid¬ 
ed that if I was going to get 
to the bottom of this that the 
power plant was a good 
place to start. As I expected, 
there were a lot of shocking 
revelations. 


Monitors keep «• eye on 
matters of eecurity and 
report book to ton Alteoe 


Aim for the top of tlie 
Vlroos to blast thorn out 
of tbi picture 


Sports ore qolclt. Try to 
bit them before they can 
cause trouble 
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Kneel and toss Grenades 
here. You'll clear the area of 
enamies and make it .safe to 
move on to your meeting with the 
incredible Proton- 


The powerful Iron Brutes 
sond out bursts of energy 
Duck aed flrel 




















































































Grenade An 


Shocking Situation 

The Power Plant is full of 
electricity producing 

machines. Steer clear of their 
charges and bolts «ggw 

and you'll easily 
make the 


ftpay* id ot thorough; 6 jtthu Sparks on the pldtformhrst 
Than jump bock *nd forth to gat the Iron Brute to show 
Biav.t him with 3 Grenade before h# h«s a chance to fir* 


Bun to the cboneclon betwe o two 
pJatforrr iher# <nd toes Grenades. Run 
until you're under the transformer ana 
toss more Grenada s. Quickly Switch to 
th- wTip because* spark will appear 




Whiptfte enemies out of -shape on the lower 
piatfdrm. Then run to ttvi 1 aft until you iuStser 
the Iron Brut'* and pelt him with a Grenad? 
berraoe. You'll put Mm cut of commissk 
before he has a chance to retaliate. 


boss 8 : PROTON 

Stay claar of the Protonl One touch will hit you with 
an alectric shock of unbelievable power. You should 
also beware of the Proton's biological blest. Stand 
safely op the very edge of the left or rightmost plat¬ 
form and hit the Proton with Grenades. Then, when 
tha Proton sends out a shower of mutant mass, seek 
shelter on the ground level. Move left and right to 
avoid the fallout and jump back up to the upper area 
when the coast is clear. 




I 

i 

* r—* 

L* ; ias 1 


ft i 

- -r B 
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9 a Ta-Hti burrow 
ttiamsatvas In ttia ground 
Kaeel down and knock 
ifiem out. 

Aaothar kind of fla 'To Ra 
jump® from ttia grouad 
aod charges. They usually 
charge from bahfad 

The giant Vaibnas aead ao 
weapon. They simply 
stomp yoo aHfy, don't taka 
thorn Hgbdy 

The flilMIhe mutant 
Ouardlaas are tricky 
They'll attempt to knack 
you off platform® 


! was now deep within a 
secret bio-tech lab of the 
BEDA Corporation. I knew 
that I was going to come in 
contact with some indus¬ 
trial strength mutants in 
these corridors, and I was 
ready. The Aliens spared no 
expense in making the lab a 
dangerous place to conduct 
covert activity. I took it one 
step at a time. 


riple Threat 


Wltrtaltts wfflt m svery platfcrfti 
of tht stair-fikfc ascent Switch to 
GianwRi urvd tc stMm soon 
as the creatures are within roach 
4f S btst to cuteh tlwm by uur- 


A Vashna approaches 
from the left e Guardian 
wajts on the right and 
the ground is 
crumbling beneath 
you! Take out the 
Vashna. and go 


Jm Srhill rnp of Acid 
you off this precarious i 




MATONN COMBAT 


Stay directly below the living Suit ts it fires its multi-diractional Dagger Crystals. After th* 
Suit shoots, it will jump to on«i side of the room ind launch Carbon seeking plasm*. Jump to 
th« «ther side and climb to its level. Hit the suit with a Grenade, move to the floor, and jump 
over the plasma. Work your way to the opposite side and repeat. 
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The Gu-Matonn Combat Suit « 

was coming after me. Thera was || 

nothing that 1 could do to avoid it 

Little did I know, though, that ■jgHJ 

Christy was inside tha Suit. StM* 

When destroyed, 

Christy went down with it. What 

a devastating blow! And now thare was a replica of myself staring 
at ma through a glass cylinder. This was weirdl I had to fight on 
and find out what was going on I 




m fbt Troft Brim, frorh a distance. Then 
witch to tha Whip and mate a runfcfh. if 
yot/r® quick, you'll bu a bit to stop tha Be 
Te-Ra before it has a chance to coma up 
from the ground. It always pay* to know 
what dangers wait ahead and to be pre 
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«mm®§ 

cMUL ooo mt? 




OH HO, <?P 

course hot/ 

!ft«XT/SnKiGX!} 




L4PISS AH? 6€tm&fien, 

THE ■JdOAP 

16 ON THE AUCTION BUCK. 
P» I WAVE AH 
0f*BNlN& &0> ■? 


HOMMRP ALREtfCV 

owns -me other 

Twcee R4ILR047S, 
£<5 IP I OUTBID 

him hs tftr/'r 

(SET THE 
MONOPOuV / 


□■[jllglk 





T<? 

MR. M0Ng>'SASS 
OVER THERE. 




/OU MUST HA/e ttgALU/ MANT6P THAT RAlu- 
KOAO' 1 PlSURER YOU WERE SAVINS' UP Pt?R 
ItUNOlS -AVENUE TO MAYS A MOHOPOuY. MORE 
PEOPuE UANt? THERE TH4N ANyvVH&RE El.EE 

IN TOWN. 
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iSOU?, PVR feuR- 

teen powers 
10 the s^aetw 
&&*n.eMAH in 
-me aow-ne/ 




-4N(? VtPU IMJN'T 
EITHER/ you're 
ywc?ee. ARREST R3R 



I PON'T KNOW,, 

I oVUS-HT 
Meet? IT 

scwecaa^. 
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THE ROCKETEER 

MFG—Bcmdai 
MEMORY 


MMC1 


NINTEnOO POWER 


Ready your rockets and blast- 
off for a spellbinding aerial 
adventure over Hollywood in 
the late 1930's. You are Cliff 
Secord, a reluctant hero in a 
tale of pre-war tension. The 
Rocketeer, from Bandai, soars 
into action based on the 
upcoming summer blockbust¬ 
er from Walt Disney Studios. 


I t all starts when Cliff 
X Sacord, see racer for the 
Bigelow Air Circle, find* a 
peckige in the cockpit of an 
unused plane. Cliff and his pel 
Ambrose "Peevy'’ Peabody 
know that this package is 
something special indeed: a 
vtmtmlined, double cylinder 
rocketpack! Petvy craft* a hel¬ 
met and CWf is readying for a 
test flight when a mob of thugs 
break* into tin hangar. Psevy 
makes t run for It and Cliff 
takes to the air as the Rocke¬ 
teer) 


Several Weapdns are within your 
grasp. Collect ammoto-use them 
end other items to stay alive. 


tuasu 

*• Jnm 


MTS 

iH.wU nmn wm)Hm 
a Mi rwph Hurt* mtara fafl 


e» eut* anna «M me «nat 

«MHCW wl* an pmwM IW* 


PQvvH i 

Graphics & Sound 

31 

Ploy Control 

30 

Challenge & Excitement 

2,9 

Them© & Fun 

3.3 







































WIN 

VALUABLE PRIZES 

ThtB andH mirks stow wham then 
an Bullets tod Hearts. Sofrwtimt* 
you must open • ccrtataer to make 
to Prizes appear At 

•ither umes, you’ll ^|| IK 11 III 

find them out in the j? SHJH 
m*- You can hold F ifeEIHl 
up to eight energy |pBU*i 
•nits and 99 Bullets. S2J22S2™ 


FILL’ER UP AND FLY 

Stop her* and tiki an • steady flew of 
Brawlers You'D own • Heart, Bullet 
Pack w Fuel Tank wHh each victory, 
lake off whan yotfra pmewed-npl 


-/iy* 1 ; 

V V.« i 


LEAP AND LUNGE 

Kneel to mid to f 
fUstf to Sheofer on 
to wing-Thon, when S 

Wo rotating, 
punch Mm m uoioad jjfcr 
o couple of rounds. *f iZ. 


OP ON THE ROOF 

If you Have aeuugfc 
Bucket Fuel, you can 
fly lo to top of to 
huntings* to* run 
•ones to rooftops to 
avoid enemy contact 


UP AND DOWN 

Jump up to av«M to fin of to 
Knitting Shooter, ton land, 
kneel end flit to take Mm out 


This area is very dangerous. Platforms ere high and spaced widely 
apart Add the faetthat you're surrounded by assailants and you'll see 
th-it tho going gets tough quickly 


Rii??5|3!is!"3S55a^sSSS9!Ss?« 


Your bettl- continues on the 
Chaplin Airfield tarmac. 
Run or fly quickly and cau¬ 
tiously, and beware of 
Enjmy Rock atm an. You're 
not the only one who con fly. 


■ .) & 

mM 

1 • 1 * I * k 9 

ph 
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RATTLE THE ROBOTANKS 

Itay wy tor* like toy*. M Vm mmy IMo- 
TmKs pack a pmwfcl paadi. Map Mr Mr 
Rn. Ikaa wkaa yea pat data kaaal ami paaeft. 


STOP AND GO 

Grenadu-threwkiB Brawlers can'l 
sta you If yw stand dJroctty balow 
them. Stand at thra sofa spots end 
dev Ow area af other enemies. 


RUN FOR YOU LIFE! 

The Buffets and Grenades fty freely la this 
stretch Since there aren't a let of ufa spots, 
the only way to successfully pet through this 
bscraga Is to run and never look haokl 


NINTENDO POWER 


Th-* rock tpjck vims hit fn 
your last battle Fsevy makes 
repairs, though, whileyou tall 
him about the other Rocket- 
men. Just then, more thugs 

_ surround Ptw/s 

M ■ W house. Vbu decide 
I to dpl'rt up again 
ind meet at the 
|Hp Bulldog Cafe. 


Q The street is Hnsd with thug*, Grenades 
~ : areraining down and theneTs no Rocket 

Fuel anywhere. Yd/ re going to haw* to 
hoof it Keep your heed down and beat 
the Brawlers st thsir own gam*. 


Whoever it is diet wants to gat their 
hands on thtr rocketpdck has sent in the 
heavy artillery. In addition to the usual 
thug*, there are five Aerial Machine Gun 
Emplacenw nts. Watch out! 
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ROCK THE RQC KFTMFN 

Enemy Rockeimcn patrol the 
skfes. Hit the?n with Riflo Bui 
lets from a dittanca or fly low 
and peach them helow the halt. m.------ - - 


(fuel STOP 


OUTWIT THE AIR MINES 

Netideg Air Mines move up end down to Intercept 
yoe as yo* approach. Fly either low or Wgh as 
you'd getting doit to these leadr explosive 
charges Thee change your direction at the last 
moment end ge eround 


Brawlers step out of this door 
every three ssconde. Hit them and 
collect the Rocket Fuel that they 
teeac hehted. Thee, when you*K 
got e full taek, take to the sklesl 


LICK THE LAUNCHERS 

Mortar Launchers 

uiffet 

different asgles. -. 

Walt for the low R—t JpiJjpi—I 
shot Thee move in. 
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You find out that hired hoods have 
captured your girlfriend, Jenny 
Blake, ind «re taking her to tha 
South See* Club. 


p Tha action stops up a notch as you 
-W dose in on the South Seas Club. You 
figure that thr club's owner, Eddie 
Valentine, must have something to 
do with tha attack. Watch out for 
bother, EckJi '* right-hand man! 































































GO SLOW 

Brawlers, Shooters eed RohoTooks 
WiK outside Mm 000 sup it 0 
time eed tike them •• they come. 


POWER-UP 

pdhfl 

Stand nan the 
doorway Mtd punch 
them out for prizes. 
When you're hade 
to M energy 


Collect the purple Fuel Teak eed 
faraoh out through the ctab'eceiiiog 


JVM 


O POWER 
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LOFTY PRIZES 

V n'U find twt luHat Pack* high 
•tarn Ilia hangar floor. If you 
hm anouih Racket Fuel, Mail 
■ff and callact than. 


PURPLE HEART 

ftiti reward lor valor will 
refill aD of your aaarny. 


BEWARE OF BROK EN BRANCHES 

-jiij jHHM 
tv 

IRQ braiehw, they 

a of 

dsrn^ sif ttuy (*r : :< 

off and laad on you. I—^ 


FBI Agents have taken you to 
the secret hangar of indus¬ 
trialist Howard Hughes, who 
inverted the rocfcetpeck. 


The thugs have run off to 
Griffith Perk. Follow them 
and yo<* may find out whore 
they took Jenny. The park <s 
full of Bats. Some fly tow 
and some fly high. Keep 
your Pistol out so that you 
ten nail them before they 
get too CIOS'*. 


The creeps have made a run Tor H 
high above the Hollywood Hilts to 
*»• r?-«ffith Perk Obewv *torv 


O A 


-^T ^ % k ' jik. X ► 

J ^ ~ 1 1 - 
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PUNCH FOR PRI7FS 

Brawlers run out ettha open ;H| 
haters Give them o bauchle kJBfc 
•andwich wwl ttwy*II ghre yoa BnlPI 
Hearts and Ballot Packe in |£ 
return. What t tteaP ■ “ 


BREAK THE DISH 

Tha Elactroflstd guarding soma sac- 
tkws of tha zeppoUn an controlled by 
tha radio transmitter in ttila araa Hit 
tha radar dish and dmh 
you’ll kaask out the 
tr-mmitrev'e ability 

to send out signals. IffBl-- W 


HOP TO IT 

Since you're out of 
Rocket Fuel, you’ll 
haw tu rely on 
your own athletic 
abilities to get war 
tha big gaps. Jump 
carefully. 


Jump down to 
the platform 
juat right of 
the gears. 
Then run to 
the right 


GET DOWN! 

tad to the right 
of the crate tad 
towel dawn as 
•mo as you hit 
the grouri. 


PURPLE HEART 

Grab the Purple HMM 
Heart for g last ' ^i 
chance to refill 
year energy 

before the flail mgSmm 
battle. 


T«k» It easy! You're (jetting close to Sinclair 
ml htfe boclod eg tfti security in this *ros, 


POWER 


Tha hoodlums h*vn biroly Mcaped 
from yourgr*^ one* sgila This time, 
tt>Vve fled to a z ppelin high in tha 
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rsome 


3 and 5. If they have 


T hare are huge enemy forces at the 
you on the ropes, look below for ass 
you know these strategies 


The Gyrocopter flies high above Lothar is waiting for you on a 
Chaplin Airfield. Stay on the left rooftop near the South Seas 
side of the screen, jump over the Club. Hrfll kick the weapons out 
bullets and punch out foe Brawl- of your hands so it'll be down to 
are for prizes. Then fly up and hit fisticuffs. Jump straight up and 
the pilotl %*>•■ - • near. 

Mkawtiu* • im m « 


The Griffith Park Observatory 
Dome has been equipped with 
three turrets. Avoid the shots end 
hit the lowest turret with a Gren¬ 
ade. Then punch the Brawlers to 
pcwver-up and take to the air to 
blast n* ,\m 


The high-flying adventures 
of the Rocketeer are soon 
bound for the silver screen. 
Watch for him this summer 
at a theatre near you! 



























































A great army ot MM wwldt push* SMB3 
l«to Mre ninwr-up ilot Qttttwwii III daz* 
zM ttt tyefciH* wlih huntitgly ibtiiftd 
backgrounds and gho«Hi*h, andatd mon- 


Maga Man m has tt all, idiot, •xcttMntfit 
and a refcotic dog. The oplc adventure, Ore* 
gon Warrkr H, toads haraas on a gut* fiwn 
tha high mm to tha tunnala of Rhona. 


The winner is...Mega Man III! 

Capcom did itself proud with the third game in the 
Mega Man series. The visual smorgasbord is made 
up of a riotous mob of whacky robots and back¬ 
grounds that look as if they were designed by Or, Wily 
himself. Sound-wise it has a good beat and lots of 
effects. 

9r»d f ' 


An d the winner is...Su per Mari o 3! 

What can be said that hasn’t been said already about 
this game? Mario's mission to rid the mushroom 
worlds of Koopa and his Koopalings is a klassrc. There 
are heroes, villains, narrow escapes and it turns out 
that Mario is half racoon! Hey, the weirder the better. 
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The votes are in and the 
Nesters are polished and 
ready for the video game event 
of the season. And now, 
the envelopes please...! 



The winner is+.+Castfevania IU! 

When the designers at Konami were working on this 
game, they must have known the stakes were high. 
Whether you're climbing through the gears of a tower 
dock or leaping from mast to mast on a ghostship, 
the challenge doesn't let up for a minuta. 


flrni two Mtamturt goman-Crystal!* 
sot la ttia future tart Bank of Olympia 
in the post-wm saparatad by only 
100 votaa fn tha balloting. 



The winner is.„Super Mario Bros, 3! 

This second Nester is a tributa to the balance of 
SMB3. What makes it so fun? In part, the play con¬ 
trol. By land, air or water, Mario has got the moves, 
'ibu never have to stop and think about how Mario 
jumps; it just comes naturally. That's the mark of 
greatness, 


jtq rimezt 

TfctM aacond and third place action 
hits both |hn you super control cf yotr 
character so yoa can gat Dram q.lckty 
Into tin host firing position. 


BEionn 
□ □■□an 
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Mario 


This choice won't come as a surprise 
to most of you. SMB3 is the best 
selling NES game in history becausa rt 
has graat balance and that means it's 
FUN I 


___ - 1 ’- ? fram groti ktroii md fripklcs to tit* hosl 

.— M»m* m 4 cootrol. SMB3 puts It ail togeUtw 

^TTTTTT..,, JL.-1 ! to tofc* tht* |t«’» toy awtrd. 

^ * * « • « f • « « I • « f # « I f . ■ • # M f . •>•••« i # 

2nd Place: TMHTH: The ArccdeOame 

3rd Place: Mega Man 3 

It wm tto Unghut competitioncw. mb ^ II !■■■*»■ \h ~ 

Icur Ntsteri tmtmmo ihtm. Menu Mji 3 vxi | SlLH> 

TMMT H. Tl)i Arcade Came gm $11W * run | Sift I 

tor the money. II / I b r 


Hoc Wily J«st doesn't know when to gult 
Qht kin • screwdriver and diH try to tike 
over tot world Bowser'* nutty Koopfags 
km tlmdy taken over their worlds. 


The winner is...Mega Man! 

If you're looking for a hero with the metal to be a ma¬ 
chine, look no further. Mega Man is the toughest little 
cybot around. He runs, jumps and shoots like a cross 

between a pop-up toaster and Arnold Schwarzeneg¬ 
ger. 

2nd Place: Mario 

3rd Place: Donatello 

EvorvMf knows fee ttorv cl tacit taw _ 


The winner is...Shredder 

from TMNT 2 the Arcade Game! Why Shredder- 
because he doesn't have a shred of decencyl He 
baffles the bros by splitting in two and his weird rays 
can turn tham into turtle toddlers. Now that's badl 

2nd Place: Dr. Wily 

3rd Place: Koopaiings 
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NINTENDO POWER AWARDS’90 




For Most Innovative 


winner is.^Shadowgatei 

Kemco-Seika introduced this PC adventure early in 
the year and it has been a smash hrt ever since. What 
makes it so different: 3D perspective, text clues, tons 
of itams and mysteries around ever comarl 

2nd Place: Miracle Keyboard Teaching Sys. 

3rd Place: Maniac Mansion 


Whoever uh) piano lessons wore n bow 
never played with thn Wracte Keybowd 
System Maniac Mansion Introduced NES 
players to n point raid dick ndventuie 
Into total weirdness. 







The winner is...TMNT 2! 

With Bro in tow you'll kick and slash your way to 
glory. Team fighting strategies are essential to defeat 
the hordes of Foot Clan Soldiers and Shredder's cap¬ 
tains. This game was meant for two turtles. 


2nd Place: NES Play Action Football 

3rd Place: Dr. Mario 


NES Play Action Football with two or tour 
pJnyer* has great fiction mtd strrtogy 
QuWtiwsa, coordination and ruthless per- 
stetanca are the keys to Or Mario 



TMNT: Fall Of The Foot Clan 


Konami and the Turtles simply will not 
be denied. This Game Boy hit puts all 
the action of the NES games onto the 
small screen. 


Thn nnnmins ynu Jove to knte give the Turlies 
n lesson in knrd knock* But Ukn they say, 
where thnra'n n pirn there** n way. 


Mario Land 


2nd Place: super 

3rd Place: Final Fantasy Legend 

High adventure is alive and well T i!5 

on Game Boy. Super Mario , msma ^ 22! 

Land plunges the world's favo- ,=-.««=« 

rite plumber into hot water and 1 «. 

worse, while Final Fantasy m 

Legend is a quest for Paradise. I T He^gJ 


FOR GAME BOY 
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TOAP-TOB, 

JOB/ 


weve got 
THf£ 
ftATPACVC 
RACKfM 
10APS/. 



\NAyp\60 / At-iO TM6R P4-AN6T THAT W?N 'T 

TO THg PMRK oueeM'5 pinions 

THINKS Tp ZITZ , PI/KPL6 , Ar-JtP RAfiH - - 


ANP, THINKS 
T O My 
Muscles / 


f-nH F?’OQ'.J 
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by VAI AN? ^ m *< 


tej r hd 



























M6Tgtf TO THAT 

wey/m*T've 
eNJO/ec? seeiNO /vie 

KICK RAT15TAIU,** > 


r suRg^ve 
£PeAK\rt& OP 
ZAT6, X & View. 

a ccupt-e 

COWHN6*/,, 



WHtfMR £i6&L€ft ~~VO x Vefecr wsr/ury T IN wcr, 1 V 6 
just seen contemn with g\*s a+\& thb othcr re- 
gttfN£«s,*NC? we'c? u*e to "TweaK" the Rifficuutk 
U§V6U OF TH€ 66N6R4TOR, 

TO CRBATBMORB THRltt-^ 
fWgRy OF C 0 UR 6 e. 




*0' 

s(V 


i’.s- 


6<? A^eAV/we \ 

HAVBH'r U06TA ’ 

<SrtME /6T. 


SRIN6 IT 
ON, WOE: 


I 


.✓Vj 




f?EMeM0eft - JUST "TWOAK" 
THE TlPPlOiUT/. kve C4N'T 
RISK HURTIN6 OUZ Precious 

GArrve-roAPS .rneyne 

PSICONE'5 016 TICKET ITEM 
RI6HT NOW. 


6eez/TME/'PE just 
<S*4/Yi£ AT, AVefZS. it's 

NOT LIKE THeyCOULC? 
&£T KlULCP OR ANYTHIN®-. 




TW0U6H %V £./*-£■ TO 
KIU- THC/V1.4NP, /VW0e, 


A 




C^N 




rv 


‘£7 a 




A'' 


V 
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A BBeAK.aeAuriKnJ 

J I CAM MY~ 

MAke vtxi.THg cNt.y thin* x 

C/^'V'T’SST RlPOP K5 THOSB 
PBSKV R4TTUg TRAP'S, THgy"l?e 
fW? TOO RJPUU4R. 


iSiUA^^MS^/THCRC 
IS WlUCH ABOUTAAB 
>tX4 tV NOT UNC*6R- 
STANP’.yOUC’lP’ NOT 
(SRCATB A16/JVU 
PINHRAC?,,. 


4 




t’J 


L«KV 


*JT H5afN(7 VOUU. PRiCNP* AT PSiCONg ,<5$*5> cff&rre 
tm &4r7Zjrna4as/uov/,t you i» un- 

/VM«e 7AA&V1 SAMP X KNOW CXMCTUV HOW TO (V IT/-/ 
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AVSANtWtie y *V 

% «N't PUT A 
FlN66R.ONjT.BuTJ 
fVN'T TRUST VMKuSC. 
NO OsJC KNOWS 
H6 CAHg 
PROM OR -AM/- 
TWlNd'/ 


HI* RUCV* 
5ltAS ISN'T, 
MUCH *=■”"»' 


IV line tosook him in -rue 

JAW. THEN HB'V UNO®?* 
£T4NI7PQS4& THRIU. POWER. 











u> 

4 fa «?/, 


I 

mrr/* 


f 

5P§? 


Htfy{ dU>AS / WH/* WN'T WE VISIT VM<rtrfT4 
tfPPice TONIGHT f MAY0& WVU. PINC? 
SaMgTWlN^. THAT WILU TgU- US THE 

HIM 
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1 POH'T€6&Y IWAtB &BCAJ&. TH6 

/ fikWP 5TUPf= W4<S rAK*i 

H6*e / 1 THIC FlUC CONTAIN®? TH 

-T—I ■’OP 56 CPCT 6 CH«M^rtC. 

■ \ \ op -me oeNcric chips 

M \ fop TNg BATTLe-nappAS 
saMAfHv tf^vse* ®eNeww* / 


FE«U LI KB A BUNCH Qp 
UBCUL4I? BUtuPlN*. 9\,0CX&* 


OHtMV 
H*a*? WHAT 
HAPPBNlNAf; 


THAT PlPN'T J WHAT<5 &0IN& ^ 

pb«l. Quitc } ouHBRe/wm »an? 

Pl»HT/,, 1 OK SHOulCF j $Ay 
- -^ ZtTZ T > 


6omowet(A/ 

HAv« TAMP&*€C? 
WITH IT/S0 9B 
veeAWfaa 
-ANy'THtNB’/ y 


HA1£H,/W0«&- 

RAB^fieN'T 

%A^mysf 


MOK& 
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wcuc<y*e to my wo8up,amfh\9\0<i6 RRgatfs. uope you uxe it, ee- 
cause yoo won't oe ugavHave finishci? pm/ihst 


PSPN'T MOV& / I’ve iNTBOPUCf^a 

^5to<S INTO >tWR«*V!eS£eNe*4 
T»R„TURNlN!> XW IMTC TCaP’S— 



£\L&tce/x o*s*r- 
ep tMg virus nv- 
&*AMfX ee^T 
•siuas's waTRet?* 

to My WILL /4NR 

Now'/jrsnau. 



/V/ IMPRuR W4S S1MR.ER 0gft3He YOU 
mreapeaeo, gArriereMP^-rmBe wests 
NO CWAttiNSeS to MY fOWt*/SILAS 
TYYMSMS HE AHO HIS R6SKSN6RS 
cesA-reo my wmlr— puractuau.^ 

THe/cRea-reR a /Mr&w*y 
egTvveeN us / 





AW/V/MY.CAT& 

tneM//// 
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uk e vatlzast weu. 

«T I &0 POWH , 

/ l\ Plfi-HTINd/ > 


WHAT 

THfi-f 
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WrV 


y* 


«H* I* 

tfuire a 

9A9S IN A 

*TVVI«Tet> 
<J«T< 

vw. 


weu. / 'J6*H'T 

-stanc? •» see -we 
«*< oueeN win at 
An/thing..,, though 
x owce vw»* in uove 

WITH HCR.9UT X 
*HAW<TH 4 TUPT 0 
-rwe wmuViS 0F.4 
Beaorret? 


X8fi. T /Vl£4 W 4*>/ X M€AN 
t* ISN'T THIS WHOtS THIN* 

just a vorto dMM& r you 
anp rne ctAOKsueeNMen'il 
S&E4t--Aff& X5U r 





'T<mi^S/WE/vmke -an exceuewr 

TKAMf WITH AW 9KAINO AW VOU(L 
eUAUfii.We'u. 9CAt TUB CMBK 
Guam IN NO TIM§/ WHAT ff& 
X*J S*>C»«TNe«S T 


untiu we n^uee <wt wn*rts 
Mppeneo to ufr/T suees we 
H4VS NOiSHOtce^vyeXTHlNK. 
weiae H 1E<W / p«OflE«0* / 


C#r 


\ 


w 
% 


as/* mew wave/rwyorjten ovHy,~/ \ 
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From AqiNT #589 


From AqtN f #214 


Your sword fighting mission can get a real boost 
with e new code our Agants have developed, el low* 
ing andlass chances to continue etthe beginning of 
tha stage in which your fightar was dafeatad. Whan 
you first see the Title Screen, press and hold Down 
on tha Control Pad and the Salect Button. Then 
press tha Start Button and your game will begin. 
Whan your Sword Master has bean defeated, the 
massaga "FREE PLAY” will appear et the bottom of 
the screen and you will have the chanca to continue 
tha game. Usually, you have only fiva chances to 
continua. With Free Play, though, you’ll be able to 
continue as many timas as you wantl 


With a littls pre-gama preparation, you can blaza 
through tha challenges of this exciting adventure. 
At tha Title Screen, press tha A Button and the 
Salect Button at the same tima. Than press tha B 
Button and the Salect Button at tha sama tima. At 
this tima, you may hear a tona. If you don't hear a 
tona, repeat tha procedure until you do. Than press 
tha Start Button before tha demonstration 
sequence begins. Whila you ere playing the game, 
you will be able to, at any tima, eollact bonuses 
instantly. Just press and hold tha Salect Button and 
press any of the Arrows on the Control Pad. Press¬ 
ing Up and Right will get you 1 -Ups. Pressing Right 
alona will maka your character temporarily invin¬ 
cible. Pressing Right and Down will fill Zap's 
Energy. Pressing Down alona will fill your Energy. 
Pressing Down and Left will give you extra Waapon 
Strength. Pressing Left alona will add Coins to your 
total. Pressing Up and Left will get you the Moon 
Mirror. And, pressing Up alone will get you Jump¬ 
ing Shoas. Talk about a lot of bonusasl 


At tin Till* term, press m 4 MM 
Dm »ad Salad llia« press Start 
Attar yes pity tar a wMa art year 
Swart llaitar has bats dafaatrt, 
ywTI be aMa to stsrt aiala at tba 
stag* la wfcfcli yen lift off. 


Moon Mirror Jumping Shoot 1-Ups 


Coina 


Invincible 


With oelbnNrt ctlaacts ta coetiaoi, you’ll bo able is flfbt throa|h tba first 
taw tttfia smral tbeas h aceoirmlata massive axpaftaaea points. 


Weapon Strenglh Your Energy Zaps Energy 

At tha Title Screes, prats A sad tablet than prats I art Salect It you 
bear a tone, prats I tart As yaa are pfayiei Pratt sad baM Salact art 
press tha Control Pad as tho arrows share indicate for baansat. 
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Ztro Einrgy Tank* 


Tbrea Eaargy Tanlu 


Poar Eatriy Tanks 


Six Enargy Tanka Savtt Enargy Tanka 

Replace the position in your Pass¬ 
word that corresponds with your 
currant Enargy Tank tot el with the 
position for your desired Energy Tenk 
total. You'll be able to go far with e 
full loed of Tanks backing you up. 


At the Tftte Screen, antact the 
nanbar nf piayers ud press I, A, 

1, A, tip, Oown, I, A, Lift, M|bt, I, 

A ni Start Ctwoan yonr Tartlea 
ani than select yonr vtagn Wkan 

Ennr 0 y Ink* 

■■■■« Here's the complete list of TMNTII Codes. Plug'em 

:::::: in and playl 

■□■■■■ Tpn Turtle 

EtKI E-ny rm. ff f BA START 

Stage Select 

4^4^* A START 

Ten Turtles & Stage Select 

Nlm EMrgy Tnki BABA ^ ^ BA BA START 


CUSSIFIFI) DFimi trill] 


From Accent #254 


The fearless foursome of Leo, Don, Mika end Raph 
have come across a rael challenge in tha NES ver¬ 
sion of their arcade adventure. To helptham, we've 
already reportad on two separata codas allowing 
nineTurtlas in reserve and a Stage Select. Now our 
Agents heve discovared a singla code which com¬ 
bines the two. On the Title Scraan, salact the num¬ 
ber of players, then press the A end B Buttons and 
tha Arrows on tha Control Pad in tha following 
order: B, A, B, A, Up, Down, B, A, Left, Right, B and 
A. Then press the Stert Button and choose your 
Turtlafs}. The words "STAGE SELECT" followed by 
the number "1" will appear. Press Left and Right on 
tha Control Pad to change this number, which 
denotes the stage, then press tha A Button to begin 
on tha desired Staga. Not only will you start at the 
beginning of any stage in the gama, but you'll elso 
heve nina Turtles in reserva es you start your adven¬ 
ture! 


■ FuoM #710 

•s t 

• r —yrr f . " 

In the Mega Man HI Password Systam, aach posi 
tion that is filled by a Red or Blua Ball signifies a 
particular accomplishment. If you have, for 
instance, collectad ona of the Robot Mesters' 
weapons, the position for that weapon will be filled 
when you receive a Password. It also follows that 
every possible Energy Tank total hes a correspond¬ 
ing Password position. By knowing which position 
in your Password signifies tha number of Energy 
Tanks you've accumulated, you can modify your 
Password so that you have up to nina Tenks. Tha 
photos below show ail of tha possible Energy Tank 
Password positions. Take e look et your own Mega 
Men HI Password and you will see that ona, and 
only ona, of those positions is filled. To modify your 
Password for a different Energy Tank totel, just 
replaca the currant Energy Tank position in your 
Password with the position that corresponds with 
your desired Enargy Tank total. 


J— r 
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From A<|Ent # 909 






From A^cnt #912 


s' 
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\' 


> 
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This challenging, multi-mission flight gema is a 
piace of cake with a code developed by our Agents 
in the air. When you put tha game in tha Control 
Deck and turn on tha power, you'll sae information 
about tha game which, after a few seconds, falls off 
tha screen. As this is happening, press Up, Right, 
Down and Left on the Control Pad four consecutive 
times. Then press tha Start Button. Whan tha gama 
begins, your Plana will be absolutely unbeatabla. 
Evan if you try to crash into tha mountains, your 
Plane will just veer off to the side without any con¬ 
tact While this does taka tha challanga out of the 
gema, thare's no better way to see the unfriandly 
skias. 




SOS® 


Oarini tfc* tlttfi m'imc*. p»u Up, night, Oowi iid Lift fair times. Men 
yw *Urt ptiylnj. yot'll be pM* to By inywlten unbanned. 


5 1 



From Accent #451 



Our Agents have discovered a new, powerful Pass¬ 
word for tha Silver Surfer's adventure. Press Up on 
the Control Pads of both Controllers and anter 
KJTTJK as your Password. Than prass tha Start 
Hutton ano go through the gam*; Invincible* This 
marks th„ third supur power Password we've found 
for Silver Surfer. The others are: 

CKWJT4 — Full Weapons 

SJM333 — Unlimited Continues 


If one of your kids anters Nurse Edna’s room whila 
Edna's there, she usually sends them to tha Dun¬ 
geon. It's common pratice to have ona kid enter tha 
room and hava another snaak in whila Edna is plac¬ 
ing tha perpetrator in tha Dungeon. This doesn't 
give you much time to axplore, though, since she 
doas return quickly. Ona wey to insure that you'll 
have ell the time you need is to hava one kid go into 
the room, than before ha or she can get sant to the 
Dungeon, hava another kid stap into Weird Ed's 
room. Since Ed moves more quickly than Edna, the 
second kid will be Dungaon bound, while tha first 
kid will have fraa reign of Edna's room. Edna will 
stand near the door dazed end unable to mova. 



Haas two kide tint np oattMa of 
None Edio'o and Wain! Ed o rooms. \ 


Cel 08« kid to oiler Nurse Edna's 
room 



lalora Narsa Idas acta, ban 
saethar kid aator Weird Ed'o room 



The second kW will bo sent to the 
Danfoea by Weird Id. 



Switch m Hit first kM aid yea 1 
mo Wet Edna lo stunted. 


Explare Edna's n jbi far as leni as 
yea waaft wtthest botof captured. 
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Wanted: Special Agents 


A popular activity among Nintandogama experts is developing tips end strate¬ 
gies. If you'd like to share your own speciel tips with us, send them in! Choose 
your own Agent Number (3 digits) end be sure to include it with your tips. 

Our address is: 

Nintendo Power 
Classified Information 
P.O. Box 97033 
Redmond, WA 9B073-9733 
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Sldfl Into ton screen with toe Hopper end Soper Jimp right throegh It. 


CoB oe 'CLYDE" to Accumulate unlimited lives. 




■I 


Mega Men's run-ins with Break Man are a curious 
part of the story of Mega Man HI. Our Agents found 
that the meeting with Break Man in the Gemini Men 
Stage can lead to e very strange chenge in the Pen¬ 
guin Makers below the surface. Normally, when 
you get to Break Men in this stage, your movement 
will be temporarily frozen while Break Man 
destroys a stopper which blocks the passage to the 
underground. With two quick moves, though, you 
can jump through the stopper before the action can 
freeze. Run along the surface of the plenet until the 
scene stops scrolling. Then inch over to the right 
side of the screen end prepare yourself for a Super 
Jump by pressing and holding Right on the Control 
Ped of Controller II. When you're ready, slide to the 
right into the next screen and Super Jump to 
the stopper. You'll fall right through it end into 
the underground. When you get to the Penguin 
Makers, you'll see that they have drastically 
changed. All of the other characters, though, will be 
the same as before. 


From At,twi #536 


The Super Jump is a very useful meneuver. 
Whenever you heve e need to grab some air, 
just press Right on the Control Ped of Control¬ 
ler n end press the A Button on Controller I. 
You can even jump out of bottomless pitl 


tfifl Supw Jump it good tor both WfcHn yon Super Jump btrt, to* 
dlttiflce Aod Night Penguin Mtkir transforms. 


■ From AqtWT #348 


Here s something thet will make your day; unlimit¬ 
ed lives in Dirty Harry. Just enter "CLYDE" es your 
Password et the beginning of the game. You'll be 
eble to roam the streets and pick up punks as long 
as you want without ever losing ona of your charac¬ 
ters in reserve. 


fctWt (4MI 
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EMrrn r*K«wo«tr> 

if vet r om itvn i 
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TM P*lti*um M»dit Emtrpurn lot 


fii-ho Silver And Away!" 

Out of the dusty legende of the Old Weet comes Konemi's ection edventure 
eterring the Lone Renger. Evil Butch Gevendieh hes kidnapped the President 
end the Lone Renger ie on hie treil. Along the wey he'll heve to help fust ebout 
everyone else west of the Miesissippi, too. But shoot 'em up ection is the reel 
neme of the geme. The plot only loosely connects e wide veriety of action 
scenee. In some stages e Zepper option ie eveileble for sherpehooters. You'll 
seve the geme with pesewords, but to eeve the dey you'll heve to master six 
playing views. 


THE LONE RANGER 

MFG—Konami 
MEMORY 


MMC3 


Graphics & Sound 


Ploy Control 


Choll engo & Excrtomonl 
Them® & Fun 


GAME PAK DATA BOX 
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Anyone seen a horse, boat 
ueah tali answers to Silver? 


So you lost your horse and you 
don't heve e kingdom to trade for a 
new one. Good work, Kemo Sabe. 
Better heed into Tucson and listen 
to what folks heve to sey. Some¬ 
times a keen eer is more help than 
e quick draw After jewing some 
with the local Sheriff in Dodge 
City, you’ll hit the trail, have e 
shootout with outlaws on the road 
and a reel shootenenny with some 
outlaws in them thar hills. If you 
survive ell that you deserve to get 
Silver. 


I* camful haw yuu treat (hist city sllckars. II you 
i hoot • laity, yoa'U losa monay and Ufa Polats. Kat 

If yoa tarlni a matter ta 

I Qte m * ,trn • ,iW 

I ttI i * slvor TM>mi 

9 ■ l r,| t P*>c« to aam 

1 . • . %%\ek monay, but ba 

any * cimtul wham yau aim 

tbit gon. 


Unfurtun Italy, It’d taka mm thca a potto want to 
fat past tbaia cutthmaU. Yoa 1 II haw to iboot ft 

out. Fi|htln| In tha open 
' v dasart la Malar than In 

* tha canyon, ao «tiy off 

3 tho road cteaast to 
# Carton City. 


la Tucson the mast 
Important news Is that a 
oraflnlfleant horia haa 
baen aaaa soath of tha 
Ulo Oraada fla nalgh- 
borty and tab la aH tha 
folks 


Desert 


Oaly oaa folia It at 
hama In Tamhatano, and 
ha won't film yau tha 
tliaa of day aatfl you'va 
taktd to tha ahoptedy 
ap In Tucson who a soon 
tha horst. 


Ivan In that* hadlanda you'll Had a faw cfvllUrt 
comforts Tha lawn doctor la wlllnfl to palch you 
ap for a maaonahte faa of $ 50 . Than aaca you'm 

... | illlll | llll |||„ ulli hick an your (••(, tr* 

® m mr In tti« Gtn Shop 
it ^ »»d Hack ap oa amma. 

Yoor six shoolar flrao 
jl* ^gitr shall* or 

poworfal sllvtr bo Hats. 


Altar teaming about tha 
hridgo bt limbs tone, 
hitch yamatf at ap tha 
road to Dadga City and 
dmp in aa tha Sbarlff. 
Hall ton you when to 
go oaxt. 


Outlaw Cliffs 

T^ia badge on tha mat* ohaws wham tha outlaws am 


The oallaw* on tno cUffs am 
gaardlng certain araoa tad arao t 
aboat to coma chaalng altar yoa. 
Take 0 mfoete Id size ap tha 
sbuetitm In many casts you can 
Jump ap to ladgaa far at oaay ahot 
or aheet from dlractly hatew tha 
outlaw. 


If your Ufa points am full, iu 
S ilvar lullnts and flm aa fast 
m you can If yoa don’t, aval 
hit shale by lamping. 


“Watch yoor hack in towns 


“Oat of the road, paidLer 


isten ap, masked stranger 


Cliff fighting 









































To find the Spanish Treasure you must 
locate end combine three pieces of en 
old plate. An hombre in Cleerwater has 
one piece, but you'll heve to find the 
others on your own. That will mean 
storming enother mountein stronghold 
before heading into a rattlesnake den of 
outlaws and winding through e 3-D 
maze. At least you have Silver to lend 
you a hoof. 


Craggy Min. 




West Cave 


Tlit E aynhol oa to a map 
mass Emile* art larking M 
Ilia arta Thty cat tm% at 
yoo tram <11 tldta a a 4 wttb 
may waapomi. Tire Plata la at 
tot and at toa tuaaal, 
batflcatMf by toa alar m too 
nap. 


Iftsto toa Wait Cm aatoar 
Hearts, lallau Md Qollara by 
defeating bandltoa. Tba baddasi 
bMtota at aU la datp loaida. 


aborting to daftat aaaarits. 
la toaaa narrow taaaats. 


Tba Spaaleb Treasure la bidden 
deep inside tot East Cm. As 
tot beedftos la tot cava ran out 
of antno, titty'll stop to reload. 
Uaa that time lo fill toa air wltb 
lead. 


lech is Clearwater yoo‘9 bt a 
bare lar hiving racmrad toa 
aaclaut traature. ftoo't aapact a 
reward, tkoagb, aad mka aara 
that you write down Taata'a 
Password. 


“Hey, masked gringo, yon want 
some advice?” 


START 


“I thought cave-banditos 
were extinct." 


“That treasure is so close 
I can smell it 


- ENTRANC' 
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The good citizens of El Paso end Albu¬ 
querque have been living in dire feer of 
three dastardly outlaws since their Sher¬ 
iff was wounded. Looks like the Prez is 
going to heve to hang tough while the 
Lone Ranger restores lew and order. Talk 
to the Banker for an importent clue, then 
hit the trail. The fights take place all over 
the map, on horseback, trains and even 
in crumbling Ghost towns. 


Walnut Grove 
Church IT ■ 


Yiu'il anad bu cf *»ma 
and fill laatth W yaa 
wait ta reach ttia (wad 
aatlaw In tha church. 


Haad apstiks la find 
tha dilaf oatlaw hated 
ap to lha hoial, 
Ramimber ta watch 
tha asofliy tadfcitor. 


Tmt Miaw m «y 

fttitiMian Ha'a oiav 
tenocant ladlaa m a 
sWa Id, I raw Wm aal at 
tfca last car dawn till 
narrtw fcal, Tha atrttew 
can't fallow att tha way 
a»d am Autos Iwa lm 
rant* Ihaa yoare. 


“Walnut Grove? It sounds like a 
right happv place.” 


“We’re needed in Albuquerque, Silver. Tee 

n ■ ■« 




“Let then ladies alone 
snakebelly!” 


^■4 

<a P-i IT Mi* 
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The Imposter's Hideout 


Once you slip leaMe the hldeoat, you 1! fled 
you can't shoot upward through stooe hidges 
like you could hi esrllar aldevlew ats-gea 
Collect Hearts and make your way to the 
Imposter at the sad Usu Silver Bulfnts. 


The hWsout has 
mny feyst* pud 
many dangers 
Keep in aye 
epaa for attacks 
from above. 


item, 


ENTRANT 


meteor hoot in Amarillo?” 


SO NINTENDO POWER 


REGION 


ties a yellow bellied 

imposter Kemo Sabe ' 


No sooner do you polish off the scoundrel in the 
train than you're locked up in jeil. Seems an im¬ 
poster has been running around this region causing 
a ruckus. Don't get riled, now. Just head north 
towerd Amarillo, then up to Brownsville. You heve 

TITA MTPH t0 fi 9 ht * rom the saddle, battle 
1X1 1 1-11 at night end put up with insults 

the entire while. Butch Caven- 

F 1 dish mey ^ at ,erge ' ^ 

r, your reputation is on the line. 


Wall, tha deputies bay* thrown yes ict* Ms 
lockup and thlaga sra leaking pretty grin. Tssgh 

luck, hombro. Bai don't 
illIM| h*fi tiuity Tmco will h. 

smammmm along ,hort| r wit>< |h * 

ke * vA *#»• il!st«rtilny 


‘Tn not a rebbtr; Fm a 
raager.” 


Bacssss ef tha ospepolartty of tta Impsstar wka 
has kata mask«ervdlag as tha Loae fieeger, tha 

rail LI. tssut af lack 
wkis H esmss to 
gatthig Info, amma and 
medical traatmaat. Yoa 
ahauhl hsad back to 
Laredo for aB your 
essential#. 


Thraa times la quick aiccmlua yea'll antar 


ruaohig battles with 
mo oat ad ganmaa. Tka 
actlaa twitches between 
alda scrolling aad 3 0 
aoulllag. 


ta Ik* little af tka 


Saddhi, tha oaly way to get 
Hama la ky doing aome 
a aharp a bootleg in tha 
* htad-ae view* or wkao 


the yalhir hettias are 
reaalag away. 


Mamorba tha pattamt la wMch tha a natives 

appear, tt a atwaya tka 
same. Also keep your 
aye oo the oaamy 
Indicator at tha bottoai 
|1 ot tka acreaa. 


No wonm do you atep lato AmorMo thee yuu flml 
yaoraalf face ta face with tha Imposter. Hay. that gay 
, , doesn't even took Ilka yowl 

Won, maybe Jest a little 
W around tha mask. Suddenly 
jj| Ha's rinsing away. If you 
leavo town, you'D find tha 

if * DlLik ,mp0llar rWh, B aft ,B ■ 

I n -- ”T^i i ®f dust toward Growaivffta. 


**•» bow’s the nightlife in 
Brownsville?” 


You'll gat all the action yoa cm stomach wkao you 
rlda lata Brownsville os tko troQ of tha tmpostar. 

Hollows prowl tha moonlit 
streets Ilka earnout cats and 
everyth lag In town casts twice 
as much aa usual Haad earth 
to the Impostor's hideout 
oaca you’ve filled up your 
health. 


cl; 


ibb a. 























































Anyone fora pow wow? 


REGION 


She's the belle of the ball and the 
best cow puncher in Abilene. But 
Clare is also the Lone Ranger's 
sweetheart. Now she's been kid¬ 
napped by Butch Cavendish, who 
will stop et nothing to «rk the Lone 
Ranger, If this isn't enough, our hero 
also meets up with a bunch of 
ninjas, {Ninjas? Sounds like the 
Konami design team had a cross- 
cultural melt down.) 


Hm 4 norlii to Pike's Port, 
tha* go to Ike Mine Office 
in Abllete for direction to 
the mine. In the min you'll 
loco 99 attack of those 
rough and ready Texas 
elnfas. 


North of Brownsville is Indian 
country, a land of steep cliffs and 
friendly tribes. At least tha tribes 
used to be friendly. Now for some 
reason the braves have got it into 
their heads thet the Lone Ranger is 
a mesked menace Butch Caven¬ 
dish certainly agrees, wherever he 
is, To regein the Indians' trust, see 
their Chief, He'll give you a quest 
to test your loyalty. 


It tfre mint dangora corn* 
from tvery dlractlo*, 
ioctediog atretyfit up. Stalae- 
ilttt hanging from tht roof 
crash down, hot always from 
tha same places ao yoo can 
ivoW Item. 


Whan you raach Clara 1 a 
hoeta it's amply, but 
tha aota latfs all. Butch 
has nabbed Clara in the 
hopa thni you'll gal off 
hit (all. Pat chance. 


Attar daaolag ap the mtaa 
of human slag, bead to the 
ahija hidooot aad Sta 
Jaclato whom, with any 
luck, yea'll Ibid Clara a ala 
aad soead. 


It thvli 9 m vfttagM, Uit Itdltt warnaci aia niact 
more dtvtr Uut tht outlaw* yot'va ttctutlartd 

It town They attack 
A j. atth arrow*, loma- 

i ,jBfcJ hawks ted free 

coactiltd pit* In Iba 

' ' m 9W m«I Emy ittp It 

t vm ^ ' treacharou*. at tat 

whatever cmr you 


Aa you gallop tlttg tt tht 
bait of (he cliffs, two 
bottle of lodlao braves 
Ittp on yoo Irom above 
Tht sldt scrolling view 
from htriobach mahas for 
m txcJUti batlln. 


• icy CNmbmg Hit Etglt 8W It 
Ktihc? ta tart Apart from 

avoWing falfuig bauMers 
'ij. HI aad jumping otta tumbling 
tog*. you'll have ortary 
'rTf; tagtas in your fact. 


REGION 


WSdffl# 


Silver cat speed up, slow 
down or jump to cliff 
kdgta during lha attach 
Stay tbtvt tad in fratt of 
tht bravtt whilt shooting 
dowt tad btchward at an 
ttglt 


Soma of tha blacks yon 
walk on will cramhlt 
uadtrtool Thtst blacks 
art aHghtfy darkar that 
ragulor blocks, so htep a 
dose watek. 


Tha Chief can b* found at Ihe amt of tha stcutd 
village Yoa'll have to fighl your a ay la him, bul 

whan you raach him, 
you'll find he's qalle 
I * rations hto Ha tails 

[ Mr Hp * you why your tamo la 
I " f mud aroand h«e vad 

I t ( thet ha glvoa you a 

TREfta mission. 


If you gat bushwhachad 
aad nand • doctor, ride 
back to BrawnavLlle. Tbe 
fadiaa warporty you've 
already passed witt aol 
return There are only two 
warpartlaa 


Whea you hit an eagle II 
will slop moving, making 
It an easy large! Make 
tare you're wall stacked 
on ammo ao you cat fire 
repeatedly. 


Bwisfiop 

Standard Bullets 
Silver Bullets 
TNT 

Short Barrelled 

Bunshop B- 

Stenderd Bullets 
Silver Bullets 
TNT 

Short Berrellod 
Middle Barrelled 

Bonshoo C - 


Eagle Cliffs 


REGION 3 


Whoa you firing (he Chief lha ioitbuw Egg he'll 
realize that you ro nol a scallywag and tie'll trusl 
you But like mosl of tha paoplc you help, the 
Ohio I won't give yoa 
anything other that a pat 
on the back. Tbsahe a lot 


REGION I 


the final stage you'll fight /our his matchFWill the President won- 
wey up eel Iff and shoot it out while der what took the Lone Ranger so 
riding a railcar, sort of like Indiana long? If you want to know, you'll just 
Jones. The 3-0 erea here is tougher have to pley the game, 
than anything you've seen so far. In '— -- - - - : ‘ 

another scene you'll be on e train 1 KXj Hi, 'fj!j 

track with a locomotive breathing ' BaWl'p 

down your neck! And then there are * 53b tfiE |||* 

the big questions, Has Butch met ...cfe. 'Nf I H 


Oaca yoa raack tha top of 
the cliff* aad find iho 
lambow Egg, you'll aba 
fi&d Mom Eagla Sllvar 
Ballots will bo most 
affacllva. so slock op 


Standard Bullets 
Silver Bullets 
TNT 

Short Barrelled 
Middle Barrelled 
Long Barrelled 


REGION S 


REGION 2 


lUlMfcUi 


REGION 8 


REGION 6 


Don't yoo guys ever quit? 1 ' 


li What did I ever do to 
yon guys?” 


“Where’s the Chief?” 


“You're okay by me, but 
whafs with the mask?” 


•West Caw 
• East Cave 


• Fire Creek 

SharifMiunthQP C-Ooctor 
(Swigs if. awrljetite after 
Impaste is d ;fe,ittd.) 

• Amarillo 
Gisnshop G-OscUr 
t«-nric* ir available after 
impost# is dateated.) 

© Brownsville 
tmpastei’s Hldoout 
-Gunshop C-Occtor 
(Puces arc doubted until 
imposter is defeated.) 


Clara's House-Mining 
Offices tHioft-Gufishop 

C~G $t«r 

• Pike* a Peak 

Inlormetio 

• Minn 

• Ninja H idenut 

• San Jacinto 

Htduout-Guftshop C 
-Doctor 


•El Fast* 

SHnlf-GamMii ,-Sink 
-Gunshoa J 

• Albuquerque 

Hotel 

© Laredo 
Stolon-Target Practice 
-Gimshop B-Ooctor 

©Walnut Grove 
(ffx.it town) 

Spanish Church 
© Durango (f hast town) 
©El Dorado (ghost town) 


•Tucson 

Stofton-Gunshop A-Ovc 

• Dodge City 
Shenft-Gunshop A-Onc 

MT.mbitonr 

• Carson City 
Stifton-T ira<rf Practice 
-Gunsho,) A-Osctor 


©Gate 
©Camp 1 
©Camp 2 
©Camp 3 
©Camp 4 


©Indian Village 
©Chiefs Village 
• Eagle Cliff 


• Clear Water 

Old Sa; ir-Gunshop A 
-Doctor 

• Outlaw Hideout 


•Cliff 

©dutch's Hideout 


©Silver C.cy 
Station 


©Abilene 
































































































Anyone fora pow wow? 


North of Brownsville is Indian 
country, a land of steep cliffs and 
friendly tribes, At least the tribes 
used to be friendly. Now for some 
reason the braves have got it into 
their heads that the Lone Ranger is 
a masked menace. Butch Cavan- 
dish certainly agrees, wherever he 
is, To regain the Indians' trust, see 
their Chief. He'll give you a quest 
to test your loyalty, 


As yoe go wop along at the 
hue of the cliffs, two 
bends of Indian brews 
Icep on you from ekovt, 
Thn sice scrolling view 
from horseback tnskes for 
eu exciting kettle. 


Cftaitag ton Eegle Cliff it 
ne lark. Apert from 
evoting tellng baeleera 
end jumping onte tumbling 
logs, you'll heve ereery 
eagles It your feet. 


Some ot the kfocks you 
walk on wlH crumble 
endorfoet. Those blocks 
sre slightly darker then 
regular lilocks, so keep e 
close witch. 


Silver eon speed up, stow 
down or jump to cliff 
lodges daring tha attack. 
Stoy above end le front of 
the droves while shooting 
down end backward at to 
angle. 


fho Chief can ko found at the end of the second 
village. Yoe'U have to tight your way to him, ket 

when yoe reach him, 
you'll find he's qolte 
1 l reasonable He telle 

< yoe why your ueme Is 

[ * < mod arcend here end 

f _ { then he gives yoe a 

rW" ,,,w mission. 


If you got kishwhacked 
and nved s doctor, ride 
heck to Brownsville The 
Indian werperty you’ve 
olretdy passed will not 
retern There ere only two 
warpartles 


When you hit on eegle it 
will stop movlug, making 
U on easy target Make 
sure you're well stocked 
on ammo so yoe cao fire 
repeatedly. 




Eagle Cliffs 


When yoe ormy (he Chief the Rainbow Egg he II 
realize lhat yoe 1 re not a scallywag and he'll trust 
you 9ut like most of the people you help, the 
Chief won't give yoe 
anything olher than a pat 
on the back. Thanks e lot. 


“Don’t yoa gays ever quit?” 


“What did I ever do to 
yon gays?” 


“Where’s the Chief?" 


“You're okay by me, but 
what’s with the mask?” 
































"Oh my da rlin 
oh mu darliri. 


REGION 


She's the belle of the ball and the 
best cow puncher in Abilene. But 
Clara is elso the Lone Ranger's 
sweetheart. Now she's been kid¬ 
napped by Butch Cavendish, who 
will stop at nothing to irk the Lone 
Ranger. If this isn't enough, our hero 
also meets up with a bunch of 
ninjas. {Ninjas? Sounds like the 
Konami design team had a cross- 
cultural malt down.) 


Hart aorta to Pifco’t Paak. 
than go to tho Mine Office 
to Abilene foe directions to 
tho ml**, lo Ot* ml** you'll 
face to ettack of thoce 
rough and ready Texas 
einfas 


la the mlaa dangers coma 
from every direction, 
lectori fng etrilght ep Stelec 
Kites heegtog front the reef 
crash deem, bet always from 
the seme places eo yoe con 
avoid them. 


When yoe reach Cfere'e 
hoes* It - * empty, hut 
the eote tells ell. Butch 
has nebbed Clare In the 
hope (hat yea'll get eft 
his tail. Fat chance. 


After cleeelng up the mine 
el humee slag, heed le the 
■Inja hideoet eed See 
Jacinto where, with eay 
hick, yea'll find Clara safe 
■ed aoeed 


REGION 


The Lone Renger is now close on 
the tail of Butch Cavendish. Feet is 
you've reached his fortified strong¬ 
hold east of San Jacinto. You can 
almost hear the President's sigh of 
relief. Here you'll have to quickdraw 
your way through an army of gun¬ 
men including e gatling gun at the 
gate. If you take out the gatling gun 
operators, the Lone Ranger can use 


the rapid fire weapon to mow down 
more enemies who appear from the 
south. 


REGION I 


REGION 2 


Stlbon-Gundiop A-Ooc?" 
O Dodge City 

ShBnff-Gunshop A-Docf 
©Tombstone 
OCarson City 

Station-Target Practice 
-Gun shop A-Boctor 


©Clear Water 

Did SeRor-Gunshap A 
-Doctor 

©Outlaw Hideout 




E- 

Y 1 











































West Cav© 


©El Paso 

Sheriff-Gtm Wno-8«k 
-G unstop B 

O Albuquerque 

Hotel 

O Laredo 
Station—Target Practice 
-Gun stop G-Doctor 

© Walnut Grove 
(ghost town) 

Spanish Church 
O Du ran go (ghost town) 
©El Dorado (ghost tom) 


REGION 4 


•Eire Creek 

ShefifWaunshop C-Ooctor 
(Service is available after 
Imposter is defeat*).) 
©Amarillo 
fiunshop E-Doctor 
(Service is available after 
Imposter Is delected.) 

© Brownsville 
Imposter's Hideout 
-Gonsftop C-Docfor 
(Pricrs are doubled until 
Imposter to defeated) 


©Indian Village 
©Chief a Village 


©Silver City 


REGION 6^ 


S unsnop • 

Standard Bullets 
Silver Bullets 
TNT 

Short Barrelled 


6 unshop 


Standard Bullets 
Silver Bullets 
TNT 

Short Barrelled 
Middle Barrelled 

6 unshop C - 


Standard Bullets 
Silver Bullets 
TNT 

Short Barrelled 
Middle Barrelled 
Long Barrelled 


Cr*res Huuse-Mimng 
Oflict-$ tattOFHjunshop 
C-0 actor 

© Pikc’i Peak 

Information 

©Mine 

© Ninja Hideout 
©San Jacinto 

Huteout-Gunshop C 
-Doctor 


REGION 1 


©Gate 
©Camp 1 
©Camp 2 
©Camp 3 
©Camp 4 


REGION 8 


0 Cliff 

©Butch’s Hideout 


©Abilene 








































Coming Soon \To ‘)dur 










This Issue’s GIANT Gams Boy roa* 
turn Includes reviews of mix of the hot - 
test Geme Boy releases. Check out the 
dung eon-exploring adventures of Mys- 
terlum end Gauntlet E, thd scl-fl action of 
Battle Unt\ Zeoth, the super soccer thrills of 
Nintendo World Cup end the puxxltng fun of 
Spot end The Chessmester. There's also e 
page of Classified Information end news on 
future Paks. Reed on! 
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A Trial by Fire (and Water, Acid and Mercury ) 


Alchemy, the encient science devoted to the forging of useful items 
from basic matals, forms the background of Mysterium, from Asmik. 
Although fighting monsters in the first person perspective maze is a fan- 
tesy role playing game element, the real chellenge of Mysterium lies in 
mestering the puzzling alchemical transformations. With over 150 
weapons, herbs and devices possible, the game is every bit as deep as 
its ten fright-filled floors. You'll find that mixing elements end creating 
useful items is anything but elementary in the high-pressure hellways 
end passages of Mysterium. 


Weapon 


You'll need to 
ful weapons 
start out with 
your quest 


create more power- 
than the Staff you 
if you ere to survive 


Battle 


Between finding and creating the 
items you need, you must battle 
wendering monsters thet block 
your passage. 


N 


\ v 





A BAY GUObD 


Yob mb trail* 
some weipeaa 
writ* a single 
transformaifce. 
Iraa dropped Into 
Mercery will make 
a lay Sword. 


tNvorr.jiT 

tu> - 


Olfiars in mora 
complaa Salfarln 
watar makes a 
■lack Rom. Thee 
drop the Rom kits 
Fba to alike a 
Yk low SUIf. 




~TT 

T^T | 


1 . 1 



I 

1 1 


l 1 

i r 


1 , 

1 


,11 

1 1 


L 

xzr f 


YKLLCW 

ST AWT 



la eera to arm 
your weapon* by 
selection -Uia- oc 
ttia Inventory 
Screen. A “W 
martci the waapoa 
yoa have 
eqefpped. 


« t* 


PreM tf>a I lattoa 
lor Mm mode. Thin 
hits yea aim at tha 
meattars or dodge 
their attacka. 







Inventory Screen 


The Inventory Screen is where you 
can pick things up, drop them, look 
et them, end control the geme 
options. Pressing Stert brings up 
the STAT screen. 


iMvorroRY 


CM FLOOR 


ss& m% s?5t m 


The STAT tcrata shows yoar level of 
koattk. and the strength of year weapons 
and aktod. 


X 


iWF 


!-1-TT 



, % 


Yoa'D mb ftema lying 
oa tin flow aa yoa 
walk through tin 
maze Stand am the 
Ram aad switch to the 
laveatory Screaa. 




Tha Ram she aid ha 
toMtad In tha "Da 
Haar M MCtiaa a! tha 
scree a. Prase tha A 
Batten ta pick tt ap. 


IlfVlHTotlT 


LI 2**2" r L °° a 

ms mi m? m 
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LEVEL ONE: IRON 


£>■ 


Tha Iron Leva! givas you a chanca to hona your eicnemy skills. Use the chart on page 

55 to plan what you create. If you make the wrong itam, you can usually melt it down to its base metal end 



INVENTORY 
IRON 


POOL or FIRS 



Experiment wife the dtfferitl poofs to iff whst feint* m* eso mshe 
The *irty Kern you rosily ottd hi order to fl*l*h feo first Iml Is fro 
6Isos Kay. "Web mods try dropping Iran In fir*. 



T 


m 


i 


a 



floors coo only ho opened fly e key feet mitchee feoir typo. Vos cos 
toll whst type hey yw need to open • doer by oslng fee Lizard StatM 
which yoe wW find et fee start of Lml One. 


LEVEL TWO: TIN 


Each new level introduces a new matal with an antirely new set of 
transformation possibilities. You can still use metals 
from an earlier level in a later one, so save your Iron. 



A-AddNal 

VMVstarM 

Mn real 

NNMnrcary Peal 



Soma mstsla product hoofing herbs mheo flsfrad In tha different 
paoln. Uon feast to restart your haattt. Although Hnay might taste 
gaod In food, In Myitarlem It wflt tatapart yoa randomly. 


z T 5 




2=3 




■ 1 1 L i 1 ■ 1 


iW 


tW? 


1 1 1 1 ■ 1 1 1 1 


i r 

I ■ TT TTTTT 





i r 





* 


lla shiny Arrows nre s madhim otrangfr weapon frnt can ha creatad 
wife two mnsfarmattona. first create s Bias Kay wife Ha and 
Mercery, feat drop fra line Kay la Arid. 


A=Aeld Fool 

W=Weter Pool 

f firo Fool 

Mercury Fool 
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If you didn't make me Shiny Arrows in Leva I Two, don’t worry. The wand 
you cen get at the beginning of Leval Three is just as powerful. You'll also 
naad it to dafaat the many monsters on this leval. 


• T orch F 


opper 


•Torch 


• Nightshade 


The monsters come on hot and heavy m this leval, and in soma places two 
creatures will attack at once. Remamber to turn tha Aim feature off quickly 
so you cen turn and face a foe that attacks from behind. 


Lizard 


THE 

MOLT 


•Scroll 


Vn eta uriy only IB tom at i flma. After wrttiai dowa ciaaa of t*o ScraUs 
aai Crystals, drop than ta reiki ream Uka a traU of Bread erambi, dtecariad 
Sere Is oad Crystals ariO mark wrfaare yoe've bata. 


•Torch 


• Sulfur 


Nat ovory Horn you creata la Mystartum wfll be usaful. You wffi c&ioifattily 
ciuta mare (ban a few moastan tbrougk yoar axparkiaeta. Other Itama, sack 
»a VkMf ar, are pebwa tod will taka away health if you cas than. 


NINTENDO fOfVEM 


FOUR: SULFUR 


W-WtltrNul 
M = Mercury fcxfl 




i. 

Hr )• 1 1 1 1 1 


i i i q 






t± 

I 

I 1 J 

1 1 ^ : 


T 

1 , h 

L 


l l 

L 1 1 T 

r 


I 

A SHIELD 


rinr 

r^r t i 


' i i 

v. J_ 
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SKOAL FEATURE. 


Below you will find the alchemical results taoie tor the ' *" “ _L 

firstthrae Levels. As you explore the next seven Levels, notice trends in the transformations. For exemplo, a 
keep detailed notes, es bad mixtures will compound key dropped in water will almost always result in 
your problems. As you try more things, you may another key. 


Hit dart natal of warrior* 
caa It mada lata a variety 
of oaaftfl thlnga. Atttocugb 
htowo aa a dart matal, I rot 
cat ha mada Into a Torch, or 
Challdon, which Extaada tho 
Wa af a Torch. 


Em though Tia It cold aad 
brtttlf, It caa ha mada late 
aavaral weapon*, ladadlng 
tka vataaMa madkim 
straagth Shiny Arrows. 


Cop gar la a tricky atamant 
la naalpalnta, aspaciaiy 
alaca tha poals In Laval 
Throa aren't aenvaelnitty 
Incatad. ON aad tha Egg 
Flaak are palaat. rilghtafiada 
In a htalag hart. 


SOLUMEM 


Take Notes OnYour Experiments 


IRON 


Water 


Fir* 

Mercury 


Monstar 

Alchemical Flask 


Mercury 


Mercury 


Ray Sword 


Stons Kay 


Mercury 




Mercury 


Small Arrows 


Fir* 

sreury 






Monster 


Mercu 


Red Key 
Staff 


Mercury 




Gold Key 


Monster 

Nightshade 


Fire 

Mercury 































































































Thyra is the most 
balanced character. She 
is fairly good at fighting 
and her magic powers 
ar v about average. She 
has fair speed, as wall. 


Warrior 


Thor has the strength of 
many men, but his great 
size means hu is slow 
on th. hoof and it ca n be 
difficult to maneuver 
him in narrow pas-, 
sages. 


Running The Gauntlet In 

TM 


Advoeturcre ho 
ware I The coming of 
Geuetlet H for Gome Boy guereeteee 
that you will lied to pttee of mitd 
until you visit oil 100 levels. Mied- 
scepc's fewest voreioe of the 
eresde classic remeits true to its 
origins with impressive sound etd 
speech offsets std s nearly impoe- 
sihle to memorizs ratdom mix of 
mazes. Ths four cherscters will he 
familier tc fese of Gauntlet S for the 
NES, Eves the graphics hove 
cheoged very little. Asd best of ell, 
it's e Geme Lisk game, so you cat 
take elesg e partner to share is your 
edventure. 


Strength, 


ere the qualities from which you choose e likely chempioe. 


* °a 

Questor the Elf is light of 
foot and as quick as a 
squirrel. With his bow 
and arrow his strength 
is limited, but his magic 
skills are fairly ad¬ 
vanced. 


alkyrie 


u TS N 

Merlin's strong suit you 
guessed it, is in tha use 
of Magic Potions. His 
fighting strength and 
speed are surprisingly 
good, but his stamina is 
low. 


A tv Mtadswafro, K Softwo*- 

Todvxprii Co Tty AiuA CJjortH Cofp © 
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SPECIAL FEATMlfT 


CAME Bm 


ungeon Dangers 

Daad and Undead anamies 
attack at every chenee. 


Each dungeon floor is a mt.ze of 
walls, doors, traps and enemies. 
You'll Iwve to wind your way 
through and find the Exit. 


obber 


orcerer 


^ynth Vole© 

The synthasized voice tails 
you what type of amulat 
you pick up. If s useful due 
to the often tiny graphics 
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tUymyfnM 


Itfil thuM MovpQvMnl mcI rttiteft aMft- 
Hr talma, ttia Winn) and bit magic 

wm |ba WanW.. flf o ihf ip 4*w*r>%* 


Itwfrtaf yaat tkmcm* dm lit atcb stint It 
imjMrtMt tar acrattat tin icrtai. H caeh (■ In 
Mmppotfta COTtr, you cast took 


jji* 

1 

1 -1 . 







.S 

aps ©pat 

■lb 

i4omsr 







































































































tyS | 0 t*« Imh 

y*flU Ibid Kays » opaa do«n Yoo 
cflfl carry ap ta tla Kays If ysu nalt 
tail aaongb. loctatd doors *10 spaa 
thanaalvas. 


ood 


Tabs IN food or Cttar to bum your 
Ufa PalaH by tOD. Ufa Palais art 
tail casttoaouaty 


xit to LeveI 2 

Otptadtag aa wbtah ebanctar yos 
aaa, Kba axK nay ba a* tha lift or 
rt«M sMa af tbs first cbanbar. Pick 
ap Itsna bafara sitting. 


Now it is time to begin your run through the Gauntlet where 
so many worthy adventurers have met their grisly demise. 
The first five levels stay the same each time you play, except 
for the locations of exits. Not so with the upper levels. 
Everything seems to change from one play to the next. The 
trick is to leern how to survive in any dungeon. 


LtvU i 


n 


mm 


\ - 






h-tefKJ 


ni 


RSKflj 




_ xit to LeveI 6 

Taba Ills ibortcut fa zip atral|bt to tla 
nation nazaa that naba up nosl af 
tha fans. la tha uppar tavtfi yoo'U flsd 


RApS 

Tba Tnps opas up mill to Ha aaat 
cbambar. Yea'll stld biva to Had Kays 
ta l«t ta Exit I. 


tys 

Thrta Kays css 
bi faaad aa Laval 1. Tha Irat Is la tha 
cbambar wbara yaa (rag ta tha fina. Tba 
otbir twa Kays sn la tbs third cbaiabar. 


nr-, 


Os Ltvsl 2 nstch owl for tba 
flashlsfl Sins Paasln* Stap os 
aas tsd yaa'I Isas abaat 90 
Ufa Potato. Lobbara attach fran a 
dtataoca, aa ba pnparad Cat abort 
yaar Jasraey by epealil tha doar 
shown ban aa tha right sMs af tba 
feartb corridor. Savsril aorvtafi of 
Food ara also avafiibb 

Tha ft Maastar attacba 
tanadlalaty la Laval 9. Whan 
playing ataaa It dcaaa't mattac 
beciase tba soamlaa w*1 coma 
aftar you aayway. feat whoa playing nlth a 
pirtaar, naba tan tha factor cbiractor la 
toachad by It to dran fosa aniy 


EVE 





II 

IP 

IP 





•T 



» 



A 




•T 




m 

hi 


•a 

"f 


iff 

■4 


t-jt 




Twa aa« diagan await yos In 
Laval 4. Tha first fci tha 
pmaaca of Oaith. Bt sxlia 
cartful whan plchtng op tha Kays 
Oss Kay baa a Tnp aaarby which, if 
sctivatad nlll rafeasa Daath. Tbs 
tacaad trick ta ftadlng tha moving 
sxlt The aalt swltchai fran aaa 
cbanbar ta a noth or an nova fast 


1 > 




.V/K- 


l| At tba bagbialag sf Laval f yaa 
| shaatd taba ths Feed and Cidar, 

1 although naba aora yan MX 
tabs tha Paiuaad CJdar. 

Alta, rash ths aid baaaa at gbaabt atop 
■ppsaring. Nsar tfta axK passags yea’ll 
moat savarsl Daatba. Naarby, Had aid asa 
tha Paiaa ta anaab post tba las ba. 

■ ■ —* >a rv 

r ' r ' ■*' f ' ’ 4. 


T’ 1 
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^SPECIAL FEATURE 


Whin wit Mi last IkM yn 
playad II . wltk ntmiars? 
In taafttfat H, ytu'l •«! lata 
•f pricict Th« It II jjtatar 
ftrltt ta (auek ywr kin. If It 
tucciidt, ik tk« itfitf 
mmstars kam* Hi m yaa, 
kicaust yan’va kacama "It" 
A that cm *itw It iiwii, kit 
yea can’t kill It 


Hifl't > Wt if mMStir- 
haatiiif a kvlct- niMtan m 
tin OMsIta tWa if 
SlafiiMil raws if klatkt 
can ka oriittl $Up 
fcrtt tka cam it 
katwaan klacki an# 
nra at ai tafia Yaa 
waa’t |it a scratak. 


Miffctl Mcklacac Nft ky 
ymr aatacky pnrtacmon 
cm |hra yaa * facial akatt 
or tiffaraot typaa «Y pet* 
tactlaa. Oaa't pan tham ky 


Nat al if tka ftauitfat it 
at span aa tka tarty 
ttapu. Da Imlt wftk 
HMiM Iimi, yait'l 
racahra a 
naacaia ka- 
Vara yaaaatar 

If ■«» V 

|ivk| yaa a klit. 7L 


BSBiaarwf ur vive ■■■ 

The Gauntlet 


Each time you journey into the lower mazes you'll encounter new 
challenges, for the rooms appear randomly. The most important 
strategy for survival is to keep moving. Don't stand around 
admiring the view, Maintaining your Life Points is also vital. Take 
Food and Cider whenever you find them and avoid Deaths and It 
: Monsters, Always keep some Potions on hand. When foes sur- 
j round you, the Potion is your ticket out of there, Keep your eyes 
’ peeled, too, Look for Traps and Crumbling Walls everywhere. If 
I you do all this, you may just survive the Gauntlet 


VOLUME 24 59 







































































UNIT 


IFE-UP 


LASER TANK! 


gg \ tfcm back to M,kai yo,r 5 

your nib m* carreatweap-f 

*w/ tftr s,—x on iUryfigar. | 

WEAPONS 
REGULAR SHOT 

This is tbs gas yoa start with Waak at Aral, R can 
power R ap to a atioag and wlda shot patters < 


laser prtvMaa 
powerful baama of 
destruction. 


NINTENDO POWER 


TM&C iAL£CO 199) 


Oh nol An evil elian force has 
inveded Eerth in the first phase 
of its sinister plen of plenatary 
conquest. Earth's leaders heve 
come up wrth e single plan—to 
send in their latest scientific 
triumph: BattJe-Umti&Qih. This 
unbelievably versatile, flying 
super robot is the only glimmer 
of hope in thwerting the eliens' 
heinous plans. You must guide 
him towerd the alien city, suc¬ 
cessfully penetrate its defenses 
and find the evil Alien leader 
who holds Eerth's fete in his 
twisted claws. Raady? You are 
Earth's final hope I 


This is your first view 
of the alien forces as 
you stert toward the 
el ran fortress. Fly to the 
right and be sure to 
grab the many power- 
ups. The enamies here 
ere somewhat slower 
and more predictable, 
but be careful! 


Try hewing Just afaovn bis fearful lastr 
baam ai ba fiUs tba sfcfea wtth conran- 
tional gaafire. Thea, as ha mows 
forward, swoop it bahtnd him and Mast 
away at bis twlptess hack) 
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STRATEGY: 

ALIEN LEADER! 


Jet past parts of the 
alian flegship in the 
skies above tha alien 
city as you approech 
your final encounter. 
Tha alians attack fast, 
and from all sides I 


At iKHtoa evil Afien Uidert tis lean 
•iwrmttt robot, wad aimed wtth m 
array at dttfereet weaponry to make 
your task dlfficurtJheca lea sate spot 
tbm Ms baad whan ha fires at yea, 
Se, Are madly at him aatil he pre par e s 
to shoot Is careful! When a Missile, 
Rise least or Wide Beam appears, 
quickly zip ap to that safe spot and 
MrfowrtHRgeet away. Yew cm do W 


Dascend in this stage 
into the outskirts of tha 
enemy basa. Keap your 
guns firing in front of 
you and hit the anamias 
befora they hit you I 


A good UchnlqiM for Mite 
to*rwm* guwTllM la to horn 
high to Ilia alia, firing mfftly. 
Who fea fin* “bubM*' at yen, 
fly dwm and thaa dart uadar Mm 
to tha otter atda to rapaat Uia 
pariarmanca Watch Mm cloitfy, 
and ha nady to aeramhlaf 


Jet cautiously upward 
as you naar tha heart of 
tha city, learn whara the 
aliens wait, than take 
tham out one by onel 


es you come closer to 
your goel. Enemies hera 
dart faster and mora 
arratically than in Staga 
1. Evan the mines fly 
aroundl Watch out- 
your alian foes attack 
from every diractionl 


Stoat quickly *t tnis formidable , 
foe, but avoid his devastitlai 
haams-Rwer la tha middle at 
first, aad jet op wtiaa ha Arts 
at yon, 0 astray all the faffing 
debris to vanquish him! 


Thla goardlea Is rather trteky- 
beag hack and study his shot 
pattern, tkaa move Is shooting 
to hover hi Ike space between 
Hit abate. Alternate hovering 
above end below him aa ba 
mom back end forth. RWo Ic 
tha sate spots, and godd lucid 
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CcMfedi Yoocr TeaimiMte 


■|| Fancy Footwork || 

Even whan your player (Player 
#1) doesn't have the ball you can 
control tha passes, kicks, slidas 
and shots of your teammates. 
When one of your teammates is 
close to the ball on defense, you 
can command him to tackla or 
slide in for a staal. Once he has 
control of the ball, you can com¬ 
mand him to pess it or shoot. The 
limitations are that you can't con¬ 
trol a teammate's direction or the 
teammate to which he passes. 

■II The Game Plan || 

Before the match bagins you 
determina whether your team 
will dribble up the pitch or always 
pass you tha ball. You can also 
instruct them not to shoot on 
goal. 


Whether you call it football or soc¬ 
cer, it's still the worlcf s most popu¬ 
lar sport, and every four years the 
top teams compete for the prestigi¬ 
ous World Cup. Now with Ninten¬ 
do's World Cup for Game Boy you 
won't have to wait until 1994. You 
won't even have to wait until you get 
homel All the excitement and 
action is right here. Choose your 
favorite national team, pick players, 
challenge a friend with Game Link 
then pass, dribble and shoot your 
way into sports history! 


I 




The left window Indteetee pint or shoot, the 
center ehows the posltioo of your player 


| Super Shots |1| 

When a teammate passes you the 
ball in the air, hit the A and B But¬ 
tons simultaneously for a Super 
Shot The Super Shot will blow by 
the goalie with the speed of a bullet. 
Push A, B and the Controller Pad for 
a Super Header. You have only five 
Super Shots per half, but you can 
still Power Kick. 






















































SPECIAL FEATUH 


As a repress ntetiva of 


favorite national 1 
teem you’ll be a hero, but on the field not ell teems ere created equel. > 
Germany hes the all-around strongest team, Cameroon the 
weekest. < 


The U*. team wll nand a lot of halo to raach 
the Ffeiait. First oft they're alow, aod second, 
tMr defan as la aethkai U mitt home about 
Tha Super Shats are straight _ 


Tha French team haa faeaa w 
fUlog np oa begun** <9 
during tralalag. Tha result lirS 
that thay art at alow u ff 
doigh Out thafr Super Shots are 
fast aod st/alghL 


Bunny 6pain has Mdod at y" 
exceptionally speedy team jp 
with awtMwobblyBupar 
Shat They den't hm quia U- 
tha stamina of soma of tha othar 


Cameroon pro vid es oaa of 
tha graatasi chaHangas 
because ft It remarkably 


elephant ceoftd ponatrata. But tha 
Step-and-fia Sopor Shot It wild. 


g ibe Soviets are tough They 
hm to be, because they're 
as alow that people are 
always rawing over them, 
lut thatr defaaaa Is pretty geod. Try 
wearing cot oppeaenta by tedding thei 


The Genoa as are awaaoma. 

Strong Supm Shots, great 
fjg speed, euparb defenee end 
aJ atamlaa ah add ap to make 
them tha boat squad In tha gaata. 
Yoall red am meat opponents. 


t Great quickness Is 

RoOamfa strength, and that 
means lots of team help 
and i strong defense. The 
drfbbDag Bupar Shot la a wesom e . You 
can |a aN tha way wHh tide team. 


Mexico has o fairly ifow 
taan with average 
defensive abilities. Thalr 
CLJ Supm Shots are good, bet 
aat spectacular, took tar a toagh 
match Is tha higher Wvale. 


The Argeattnes em as fast ^ 
as staMens, aad they bare m 
aa aacaXaet Power Kick. 4 
The Sapor Shat fill* Is a *2 
wave pattern am the goalie's 
bead, but K'o act a gimme. 


The Japanese Super Shot JUP 
Is a flat, hard utrlka leto hi 
tha net, bat sotting It up 
caa ha difficult because HI 
thli la a alow Uam. Oa dtfenca, fall 
back and help your gaalle. 


y imp L ■/ No rnatter how 

^ powerful your 
teem is, you should keep these fol¬ 
lowing strategies in mind if you 
want to challenge for the World 
Cup title. 


■ I MidfieldSteais || 


|| Pass It Around || 

Maybe tha beat overall strategy la to pass tha bah 
frequently If a even more Important ft you're using a 
slow taan against a fait team. Push tha A Sutton 
while the ball la still at tha way and tha player 
receiving the pass wIB kick R or head ft Immediately 


After scoring a goal, 

your opponeit will pot Age 

the ball la play from 

mkffleld by passing HNMpCjKzIHM 
from oaa player ta 
another This Is a great 

opportunity to steal tha 1 

hall n tackle the player mg- 

with the bail aid steal 

It II you are using a fast taan llhe Italy a Rutland 
R will Ire as easy as stealing candy from a baby. 


Super Shots || 

Using Super Shots Is tha bast way to Insure scoring, 
hut these powerful punts aren't gaanmtted The 
Super Shots for some teams, such as Argentina, 
behave vary strasgefy, and you must set op tbe shot 
from carta la locations fra a chance ot success. 
Shooting from tha middle of tha field la your safest bat 


■|| Tackling ||| 

Players can take oily so mutii punishment from being 
tackled. When ttw/as had all they can take they lay 
down on tka turf and cry Tkat means ooe less 
opponent to worry about Use tackling as a strategy 
to give you the advantage against weak teams. 
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Cover the board with Spots of 
your own shade, 


fhe Slip allows 
your Spot to leap 
over empty or 
filled squares to 
reach ae empty 
square Remember 
that the sqaare 
you jump from win 
be left open. 


You can really gst 
the jump oe your 
oppoeeat using 
the Slda-Shlp Your 
Spot leaps straight 
oea square thee at 
ae angle into the 
next square 
beyond, 


There's more strat¬ 
egy to Spot than 
just hopping about 


Think about how. ■ 
many Spots you can 
r capture and how many of your 
Spots will become vulnerable 


r W/: ' irT '‘ r The most basic Spotegy is to 

avoid traps. Don't let yourself become 
surrounded without anywhere to jump. 

Middle Management Cornered 

YYf* n»«p m, tm i jump mh *1 pu- an y«ur Spots in one es*ci 

i square nit is surrounded iiy yew Start with one In each earner. Here. Cray 
aem Spetai If an enemy Spot lands la still his a chance even thiugh his Spet 
the middle, yell'll loee light Spits. In Ihe upper right hand cemar was lost 


Safety In Numbers Spreading Out 

In B» bagbining you haw two Spots 

am* sMnntfiH ctomi* mom n* . **' 7 

nm Spofc you haw. Hit non iiffleutt * urt *Wnt to now ImoHo 
it wM Im for Hm opponont to cay*n ill ‘“t r®VH luv* mort 
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Good TWWS Wr the 7-Up Spots-Now Ar- 
cad ! 's rofreshing shut jgy gam*.- is out 
on Game Soy. This version features two 
player, non-Game Link action and play¬ 
ing boards you can edit, 


fw Spots, partoiao It Mni nttoumM by oNw 
Spat* of Hit sum ohito. Tk»f» oioo r jw you 
wk ttw Hom-oMt Dm loots to KIM, otowr 
Im to mm : Spot wine, a mriw Mm Wo. If 
your Spot mm. to a ogam wMc* to atjicont to 
•MMy Spoto, all totMSfrto «ro 'coptorrT mi 
wM -Jionf 0 wtor, toewotag your Spoto. 


Baton you otoit Um yamt. 
you cm mho fctoys non 
biUmtlng hy pfcidny oteto- 
dw an M» ptoyfng ft*M. Pr»- 
att ubtodo-mictl snen 
caa bo setoeted, or you eu 
mako custom changes to 
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GmE BM 


Now you can play the world s most fascinating game | 
anywhere in the world! What's more, even it you're not a I 
chess master, you can master chess with the Game Boy 1 
version of Chessmaster from Hi-Tech Expres- _ . — ^ 
sions. The pieces are dear and sharp and the 
number of options is ramarkable. Raplar-' 
moves, get hints, set multiple levels of diffi- 
culty, usa a taaching moda to learn strategy 
and much more. Good things really do lfar 
come in small Pakages, \ 


TL Teacher's Fet 

If you're just learning the intrica¬ 
cies of chess, Chessmaster pro¬ 
vides a taachar. Whanever you 
place the hand symbol on a 
piece, Chessmaster shows you 
every move you can make and 
pieces you can take. 


X'j Saving Games 

A Password allows you to 
return to a gama in progress or 
replay a dassic match from 
the point when things heated 
up. The Password is a monster, 
though, so copy it with care. 


i/ Pont Touch 

With the official tournament 
Touching Rule activated, once 
you touch a piece you won't be 
able to change your mind and 
move another piece. Plan your 
move ahead of tima. 


& The War Room 

Switch to the War Room whan 
you want to keep up-to-data on 
the progress of your match. You'll 
see the last several series of 
moves, pieces taken and hints for 
your naxt move. 


| Try playing with the Hidden If you ve 
I Pieces option and hida Whita or master givi 
Black, or both, The trick is to re- requast a [ 
mamber the location of each lemisthati 
piece. Challenge a friand to a ning, it won 
"Blind" match, but the two player poor sportl 
option is not Game Link. 
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Teenage Mutant NinjaTurtles NEMESIS 

--FALL OF THE FOOT CLAN j ■ AqewT #067 

■ From Accent #970 I ’ 


The sama coda that Powers-Up tha Turtlas does 
wonders for tha Nemasis Spaceship. Pause the 
action and press Up, Up, Down, Down, Laft, Right 
Left and Right on tha Control Pad. Then press the B 
Button and the A Button. Your ship will be packed 
with all of tha axtras. 


In case you missed this one tha first tima around, 
you can Power-Up ona of your Turtlas once per 
game. Just pause the game and prass Up, Up, 
Down, Down, Laft, Right, Left and Right on the Con¬ 
trol Pad. Than press tha B Button and tha A Button 
and Power-Upl 


Pmm tha tctlM and praas Up, Up, Down, Down, Laft, Right Lift, Right 9 
and A. Optiooa, Shields ltd Waapona will hi yours. 

If you want a mora limrtad improvement to your 
ship, try a different code. Pause the game and prass 
tha B Button fiva times and the A Button five times. 
This one will give you maximum speed and full 
shialds. 


Another Turtles trick allows you to practice the Bonus 
Games. When the Configuration Screen appears, 
press the A, B and Select Buttons all at once. A ques¬ 
tion mark will appear in addition to the five stage 
choices. Select the question mark and you will have 
tha option to play any of the Bonus Games. 


Skip ahaad to an advanced stage instantly in this 
wild racer. When the Trtla Screen appaars, prass 
the B Button eight times, the A Button eight times 
and the B Button again as many stages as you 
would like to skip. If, for example, you want to raca 
on Staga Fiva, you'll press tha B Button four times. 
Than start tha geme and take off! 


DAEDALIAN OPUS 


You can choose any of the challanging puzzles of 
this game from the very beginning. Just usa "ZEAL" 
as your Password and a list of puzzles will appear. 


STH6C S 


Use "ZEAL* as yotfr tat 
word end yoa will ha 
aMt to choasa from a 
list of puzzlaa to sotva 
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CUL FEATURE 


bame Boy £ p * On* Player GL - Gam* Link-Two Players 

G - Graphics and Sound C - Challenge 
UlBail ABj* P - Play Control T - Them* and Fun 

Isircs in avikwtMl nI* nttafs fram 1 (gtaar) t« 5 (mcmHmI). 


Game Boy games in the works in- Unking players can split up and 
elude current NES and arcade hits explore different parts of the com¬ 
as well as completely new titles. 

Upcoming games include Klax 
and Marble Madness from Minds- 
cape. Blades of Steel from Konami 
and The Hunt For Red October 
from Hi-Tech. Red October has a 
unique Game Unking feature 
where one player controls the 
famed submarine and the other 
player controls the enemy fleet. 

Another game that will be fun to 
Game Link with is Fortified Zone 
from Jafeco. If s a combat adven¬ 
ture which takes place in several 
maze-like compounds. Game 


Gnmn Boy Tnp 1G rnnklngs nre tieternunnO 
by tin roten of the Pros at Nintendo HQ. 
aaiet nl NES retailers nnd wlnn by renders 
nf Ntotandn Power. You can win ter your 
fnverite film* Boy games by tilting nut your 
Player’* Pott intry and sanding II to us. 


We'll keep you up with more new 
Game Boy titles as details devel¬ 
op. 
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GAM E tiOV 


Tbe terioue fnrsme tanjnew ta knock 
m Ike dear ta Number One. WM they ew 
reach he tap again? Only e knc DdH MIL 


ario 


FORTIFIED ZONE 


Bottle Unit Zeoth 

Jaltco 

IP 

2.5 

2.5 

2.5 

2.5 

Sci-Fi 

Action 

The Chessmaster 

Hi-T«ch 

GL 

2.5 

2.5 

2.5 

2.5 

Choss 

Fish Dud* 

SoM 

IF 

MSS 

2.5 

3.2 

2.5 

3.2 

Undorwotof 

Action 

Gauntlet 1 

Mindscap* 

GL 

3.2 

2.5 

2.5 

2.5 

Dungoon 

Action 

Go Go Tank 

Electro Brain 

GL 

2.5 

2.5 

2.5 

2.5 

Tank/ Plano 

Battfa 

Hatris 

ITS 

IP 

2.5 

2.5 

2.5 

2.5 

Puzzlo 

Action 

Mara's Mission 

Jal ico 

IP 

3.2 

3.2 

2.5 

3.2 

Ninja 

Action 

Mysterium 

Asmik 

IP 

2.5 

2.5 

2.5 

2.5 

Dungoon 

Advonturo 

Nintendo World Cup 

Nintendo 

GL 

2.5 

2.5 

2.5 

2.5 

Soccar 

Nobunaga’s Ambition 

Xooi 

GL 

2.3 

2.5 

2.5 

2.5 

Itolo Playing 

Puzznic 

fait* 

s 

3.2 

3.2 

3.2 

3.2 

Puzzlo 

Skate or Die: 

Tour Do Thratn 

Electronic Alts 

GL 

U 

2.5 

2.5 

2.5 

Skating 

Spot 

Arcadia 

IP 

3.2 

3.2 

2.5 

2.5 

Puzzlo 

Action 

Tail 'Gator 

Natsumo 

TF 

MSS 

2.5 

4.0 

2.5 

3.2 

Alligator 

Action 























































































TM&0 1987, 1991 Hoi America Inc 


Adventures 

of 


The wicked Kiog of Eggerlaod Is hack, 
and this time he has torned the citizens 
into stone. Ahseot when the kiog cast his 
spell, Lolo and Lata have escaped and are 
the villagers only hope. They must search 
the labyrinth of rooms to find the king and 
force him to remove his spell. 


LOLO ffl 

Hal America Inc 
MEMORY 


MMCJL 


Graphic! & Sound 

Play Contro l_ 

OfoliengG & Excitement 
Theme & Fun 


Hal America’s third adventure featuring Lolo and Lala is the biggest and 
best yet, with 17 levels and 100 mind-boggling rooms. It has completaly- 
new underwater stages, and now you can be either Lolo or Laia. 


tfi apcKmher tint! 
Benin txptortai tilt 
first cm level here 


ROCK ’N ROLL 
CASTLE? 

This castle usually rucks, 
hut now Us pwpta aren't 
roBin«. Cae lolo bmI Lai* 
brieg ttiB music hack to 
town? 


Level 3 \J 

Beplo lo the tower, foea rf de ■ raletow to the twto 
tower over the irael chasm. Complete lha rooms 
them lo topple hoth timers. 


Wise oM Grandpa awaits hi the two Wg trees, 
ready lo teach Lolo end Uto lechnlqeaa thet 
will help them aolve the trkkhial pozzlea 


GAME PAK DATA BOX 


















































GRANDPA'S 


LOLO'S LATEST 


* n Lolo in, you 
ran save yourself 
some frustration by learning some 
winning techniques from Grandpa, 
who lives in the two big trees you'll 
find on the overworld map. Visit 
himl 


Try ageto or give up? If 
yea throw la the towel. 
Grandpa arid show you 
the aolutioe. 


fireedpe Is eld eed arise 
Eater the tree ted talk 
to fata. He'D leech yoe 
vtlfliWe afcMs. 


first, try to solve the 
pezzfe ee year own 
Grandpa admires 
persistence! 


ITEMS & CHAR ACT 


SOME 

SOME 


The Heart Fra mars (HFs) hide items. Learn when 
and how to use tham-there’s no room for error! 


The Hammer cat be usod oety once. Select the 
_ time and piece wisely. 


lolo's new adventura 

is mora expansive 

and challenging than 

ever. Some characters era familiar, but 

you'll meet Moby, a stranger, in the Water 

Rooms. Remember that enemies can 

oma friends—and ... 


In the atyglee depth! lies the forbidding 
fortress of yoer mast formidable toe 
Steel yoarsel-thfcs final castle demanda 
deflating endurance and a steady bend, 


All* new eederweler sceeea take Loio eed lata to ■ eew 
level of pity They'D bate a whale of a time with the eew 
oppoeeete they fled there I Tahe a deep breath end enter 
eee of the foor pyramids oe the ocaee floor to begin Level 
9 end the first at tha Water Rooms 


Heed far center atage eed enter the 
lake Castle as It descends le this, 
enlncfcy Level 13, your wits will be 
pet te tha test Him you feernnd year 
lessees wel? 






































































































Levels 1 and 2 acquaint you with basic moves and characters. 
If you have problems solving any of these rooms, consult with 
Grandpa. Our detailed coverage begins with Level 3, where 
the more complex puzzles begin. 


To clear Level 3-5, study the 
routes the Almas follow and 
leave the HF nearest the Jewel 
Sox for last. 


Level 3-7 might look impossible, 
but it's not. Start by grabbing the 
center HF below you. It holds two 
Magic Shots. 


Level 4, Room 4 features both a 
Jake and a desert. Pick up the HF 
above you to get Magic Shots, 
then block the Medusas. 


Push the lower Emerald 
Framer (EF) to the right 
then op from below un¬ 
til you mwt • tree. Now 
push it right again. 


Mow the two EFs aside, 
thee use yow two Magic 
Shots on the Snakeys to 
mow them down to Mock 
tho Medusas. 


Shoot the left Snekey 
from above, then pesb 
It down, left, and up 
to bloch the Medusa 
from the side. 


Push the IF down and 
right to trap the Alma. 
Collect the HFs from 
above, then go hack lor 
the other EF. 


Al the top of the screen, 
scoot Snakeys mer to 
block the upper Medu¬ 
sas. then push an IF up 
the center from below. 


After coflectinj the HFs 
from the upper right 
shoot Snakey, push him 
Into the meter, and mow 
the EF oot and up. 


Trap the anxt Alma with 
the other EF and get 
the HF above the skull. 
It's m easy jog 
home from the last HF. 


When Snakey reappears, 
zap him again and push 
him owr to block you 
from above an you pick 
up the final HF 


In Level 3-2,1 get fried by Gol's 
fireballs when I grab the last HF 
from the corner. How can I get 
to the Jewel Box alive? 


You can’t dodge loft fireballs whan you’re 
that close te bfm. Pick the HFi up le dlfferext 
order to give yonrsel e sportlig dance. 
Make the HF behind him your test 


W hen I stand ready to fire at Rocky 
in Level 6-1, he always stops about 
half a space from the opening. 
What can I do to make him move? 

Rocky stops when ho gets close to yon, so If 
yoe want him lo alep half a space further, you’d 
have to step belt e apica further away from him. 


I need to use Leepers to block 
Don Medusa from above and 
below in Level 8-5, but they won't 
stop in the right spaces. Helpl 

Precise mow meet is the key. Stand bel e space 
over Son Mnduea to touch Leeper end stop him 
In the perfect spot If you lech over ton far, 
theugb, the Dan will get you. 


ft you leave the HF le the upper left conwr until 
last, Sol will get yon. Instead, tom the HF behind 
Sot Grab ft, then go over and down behind the Bote 
and, dodging fireballs, over the bridge. 


If yoe stand In perfect firing range, Rocky won’t mow 
up that extra half space. Bun back and up, then rush 
back down whan Rocky steps Into the openlug Zap 
him then relocate bhn down by the Medusa. 


II you try to touch ten per tram the side, he’d stop 
It the wrong space Creep down. Just abew Son 
Medusa, end Inch over ever so iflghtty Leeper will 
touch you and become e sleep bfockeri 













































































Rocky lumbers around the outside of the 
room, lmfQM he’e scurrying towards you. 

Position yourself 
opposite him, 
wherever ha Is, 
and fire is he 
approaches 


In Level 5-5, Alma is your friend 
and foe. Stand on the Flower 
Beds to avoid damage and use 
her to block the Medusas. 

Taka tha HF below you, 
then dart up and fire at 
Alma as she mars Use 
her to block the 
Madtisa from the side 


With three Medusas, two EFs, 
and only one Rocky, you have to 
put him to good use. First, shift 
the lower EF up and over. 


Next maneuver tha otter 
EF to block both Medu¬ 
sas in the upper left area 
Grab both HFe to get Ma¬ 
gic Shots and a Bridge 


Leapin' lizards! Level 7-3 is 
packed with Leepers. Start by 
stopping the Leeper on the left so 
it blocks the Medusa. 

Sidle up Into this area, 
stopping leepera left 
and right Freeze the 
third Leeper where it 
won't block passages. 


Put the EF above tha 
Medusa, then ran for 
the Flower Beds and 
wait for Alma Fire 
whan sht diops In 
beside you 


Shoot Rocky, shove Him 
up to block and usa 
your bridge to grab the 
HF Now give Rocky a 
new home between 
Flower Beds. 


Step up again to stop 
tha Leeper and trap 
Ron Mndusa. Collect all 
HFa la the area, than 
go down to the water. 


Push the EF dews by 
Medusa, then run to tha 
Jewsl Box. Uan Alma to 
block, than collect HFa 
and wait for her return. 


Move the EF to block 
above the lest HF. Slide 
Rocky all the way dews, 
and before be forms 
again, pkk up the HF 


Shoot tha Leeper on the 
left twice. It win reap¬ 
pear by the Medina How 
you can mow Snakay 
and pick up the HF 


Snakey follows you lazily around tha 
room Ran around tha outer edges, stop¬ 
ping to fire whan 
space allows With 
several direct hits, 
you'll take Him out 


Alma rolls directly at you Stay It the cen¬ 
ter, running lust enough to avoid being 

flattened, then 
lump hack into 
position and far 
when she stops. 


Leeper follows • shigia pattern. When ha 
moves out move In; when he heads for the 

center, ree to the 
bottom of tha 
screen Fire at him 
wttila he sleeps. 


































































































































Glub, glub, glub. After Level 8, prepare to dive. Levels 
9-12 feature Water Rooms and new enemies that 
require different strategies. You'll have to plan your 
escape routes more carefully than evert 


Room 4 in Level 8 calls for crafty 
maneuvers. To begin, push the 
nearest EF over to rest one space 
from the lower Medusa. 


8egin Level 9-3 by taking the HF 
above you. Next, push the Skull 
down and shoot the left Snakey 
from above. 


Room 4 in Level 10 will lead you 
to a dead end if you're not care¬ 
ful. To start, push the EF down 
beside the Medusa. 


IFa beside and 
below the Mndusa on the 
right, then zap Saakey 
and put him betweea the 
trees, a 5 shown. 


SlhJa Snakey up beside 
Mndusa, the a use the 
other Saakey It cross 
the water. Gerb elJ HFs 
nacept the center one. 


Go all the way up and 
around to the lower room, 
•roving EFs as you go 
Maneuver Got through the 
erom end uader the HF. 


Place M EF above the 
Medusa, thus push the 
other EF over to gel the 
HF la the right comer 
Next shove Snakey down. 


Gefora you grab the 
fleal HF, shoot the Skull 
belew ft Quickfy Match 
the HF end posh the 
Skull Into the 


Gather HFa from tha 
tower rooer, thee fir at 
6 ol from outskte the 
Arrow Now rue to the 
upper room's entrance. 


Whea Saakey erappears, 
push bier over to get the 
last HF Use bfm as e 
shield against fireballs 
whea ba forms again 


Climb aboard, drift 
around the comer, and 
disembark at the EF. 
Whea the Skull kiaves, 
dash for the Jewnl Sox. 


Posh the EF in, gather the 
HFs, aad continue 
through the Arnw before 
Gol reappears Now head 
for the Jewel Goa 


I don't have enough enemies to 
block all of the Don Medusas in 
Level 12-1. I've tried everything! 
What can I use? 

Uee Saakey three times. Flrxt trip Ooa Mediae 
aad taka HFs. Wien Saakey reappears, erove bfm 
op, oodar Don. Fiealfy, am bfm aft the way ow 
to block the Jewnl Gox. 


Snakey gets a workout hi rooms tike 12-1. After 
you Mvk your way out oi the lower left room, trap 
Don Medusa hi the upper right comer, then move 
down to use Snakey to trap thi lower Dm. 


I'm stuck in Room 4 of Level 11.1 
don't have enough EFs for all of 
the places I need theml 


If yua star! with the right mom, the EFa prectf* 
celty fall kito place UmS nakey aa a bridge, 
ilfda the EF over below the Madmu, tftao follow 
the scquaac* pictured. 


line the EFa up as shown, left, (hue arrange them 
M pictured on the right Now zap the Skua, shove 
ft over, and run down through the Arrow Shoo* the 
Skull before ft forms and continue to the left 


There's no way I can block 
Medusa because 1 can't move 
anything to the space in front of 
him—if s blocked by water. 

Gnndpi Uugkl you this snurt trick. Firs twice it 
■■ BBsmy In gut him off Uw unto, thei corn 
hh space with aa EF. The uaeery often erappears 
just where you waol filer. 


Uue Grandpa’s trick when you think you're short m 
EFa or other enemies. If yotfer stuck in a room, try 
moving a 60 ! or Saakey aad covering its space 
with uo EF. You never knew where theyo go! 






















































































The Mobies in Level 11-2 are 
your friends. Position them so 
they serve as blocks, where you 
can escape their suction. 


In Level 12, Room 5, move the 
right EF up one space, then push 
the EF above Snakey right Now 
put the others in place. 


Begin Level 13, Room 9 by pick¬ 
ing up all HFs except the one 
directly in Medusa's line of fire. 
You'll get six Magic Shots 


Move the two EEs on the 
left as shown Take the 
HFs and move across to 
the Mobies, avoiding 
Don Medusa's the 


Move quickly h m\ Push 
Snakey up from below, 
go over firm apace, 
shoot a second Snakey 
and above him up. 


Zap Snakey out of sight, 
slide the EF over, then 
move Got up. When Sna 
key reappears by the 
Medusa, shoot Go! again 


Get rid of the upper 
right Moby, then move 
the one from thu 
lower rlgbl dawn 
beside the HF. 


Now slide the first Sna 
key over und up to trup 
Don Medusa and shift the 
sucond one up to block 
the Doo from the ante 


Before Go! reappears, 
put Snakey le his space 
6d will than shmv up In 
fronl of Medusa, to block 
the last HF. 


Before the upper right 
Mohy reappears, scoot 
the upper left Mohy 
over and down to trap 
Don Meduai. 


Timing is crude) when 
using tha bridge Place 
the hrldga, shout Alma, 
and roll her across It 
lust before It dissolves 


Shove the nearest 
Snukey over the arrow 
into the water, und dimb 
on for a leisurely cruise 
to the Jewel Box 


Skull on a Mg acalu is scary, ull right As 
he follows Ids path, run up and dawn the 

screen's center, 
staying a space 
away, and fire 
when he's in 
range 


Giant Got hounds back and forth shooting 
lire balls. Stay af the bottom of the sueon. 

More they 

IvWvB you- 


Mighty Medusa fines, Hashes, disappears, 
and reappears elsewhere She flashes 

before ICHimng, 
so atand close, 
shoot, then edge 
out of her lines 
of fire 


Don Marius* makes a 
mond He fires at the 


en u dia- 
of eack 
i limit 
yourself to a 
quid ran I and fire 
when he crosses 
your path 















































































As you cross, shoot Gol 
nd slide him up hnslite 
the HF Maneuver the 
■ppm EF wer and down 
to trap Dot Medusa. 


Just when you think you're home free, the King 
snatches your character and steals away to his 
castle. Now, Lolo or Lala, which ever has just been 
along for tha ride, has to save his or her sibling. 


Begin Level 14, Room 5 by taking 
the HF just above you. Next, push 
the upper Snakey ovarthe arrow 
into the water. 


You have to be fast and efficient 
in Level 15-3. Begin by using an 
EF to collect the HFs in the upper 
right corner. 


You cross rivers so often in Level 
16-5, you'll wish you had water 
wings. First, cross with the Skull 
below the right Gol. 


Aa the floating Soakey 
bobs back end forth, run 
across to get the two 
HFc, then crow back and 
shoot Snakey again. 


Place Snakey between 
Don Medusa and tho HF 
In tha lower right corner. 
Drab fee HF, then Nt 
Snakey ngata and run! 


Before Snakey map- 
pears. shove the IF up 
below Gol. Shoot Gol, 
drop him Into the drink, 
and pash the IF up 


Arrange tbeEFs ea shown 
Md take the HF Next, 
slide Snakey over to 
snatch the other HF, then 
tap him into the water. 


After posting the other EF 
beside Doe Medusa and 
the Gol beside Medusa, 
use the Shull to crass 
to the center island 


Ute Snakey to float to the 
last two HFs, then, when 
be reappears, catch e 
ride across, jam? off 
and use your bridge. 


Situate Snakey and Alma 
m tho photo shows aed 
take the HFs Cross back 
with Alma Wbee she 
reappears, cross ngaln 
with Snakey. 


Nsh the last HF, shoot 
the SMI, and cross the 
river with Snshey Shift 
the Skidl over aed Jump 
on the Jewel Sox. 


P 


OINTS TO BONDER 


P 


-To switch from Lolo to Lala, or vice versa, 
press A when you’re on the am map. You 
control the dimeter in the lead. 


-When an item b flashing under "Power* en 
the status screen, you can use it if you do east 
the right beet ion. To activate the Bridge, you 
meat face water? to use the Hammer, face the 
Roth you want to break. 

-AD moving eaemics feBew e pattern. Study 
the pattera before moving or firing. 


-Yen can’t walk against the direction of ea 
anew, but you can cross it from the side. 


-HFs serve wefl m blocks. Often you must col¬ 
lect them in specific order tc succeed. 


-Each room has at least one solution, and 
some huso several Nooa is impossible! 


Grab the HF from the doorway, then bus tie 
hniMdiatety onto the Flower Bed above Alma will 
by What she’e goto, yoe can go Into 
room end cidtect HFa at your leteart. 


Those new whale-1 ike enamies in 
tha Water Rooms are frustrating! 
I just can't get away from them, 
so I can't finish the room. 

Yea can rae out of Mob/e path eldeways to 
avoid till aoction, hot If yta have to pick 
something op tbit's la his direct path, yoo might 

base to aw i Magic Shot 


I can't outrun Alma in Level 5-4. 
As soon as I grab the HF from the 
doorway of tha middla room on 
the right, she gets ma. 


The Flower Bads are your safety zones. Ae eeon 
at yon grab toe HF, jump on tha ftowere. Alma 
wiB pass right by yoo aed reo to the top of the 
acreeo, where the etays. 


Tare off Moby*e power by zapping him once Now 
yoa’I be eMe to oarigeta freely fc his petit aotJl 
bn terms agaic. 


































In Level 17 -6, take two HFs, then 
slide Snakey down to get the 
third. When he reappears, shove 
him up between the trees 


In 17-7, tap the EF above you up 
one space, then walk up and 
shove an EF over above Medusa. 
Grab the HF to get Magic Shots. 


You’ll have to be super sly in Level 
17-9. First, shoot Gol and ford 
the stream to get the HF on the 
left. 


Cross back and Inch 
tha EF war on* space 
Next, shift Gol over Hie 
arrows, slide the EF 
right, and cross again. 


Slide tha right Saakey 
ap tad aver Grab tha 
HF, skoat Snakey 
again, and cover hb 
space with as EF 


Whoa Snakey reappears 
by Madssa, place the 
other Saakey ander her, 
grab the HFs, tire ngaln 
and cover Snakey* i 
space. 


Back on the right side 
of the screen, shoot 
Snakey twice Whea he 
reappears, relocate klm 
above the Medusa 


Move Gol right, cross 
over, akoot agala, then 
use Snakey to cross. 
Move EF right, chaage 
the amw, end get tha HF 


Taka the rest of the HFs. 
Shoot Gol an you can 
piss without belag fire 
bombed, then put Snakey 
above the Medasa. 


Finally, use the Hammer 
to break tha Rock above 
Saakey, left. Sbout Sna¬ 
key twice, thea cover kh 
space with en EF. 


YOUR FINAL 


The wicked King of Eggerland is fierce and fiery. Study his 
movement pattern as he bounds around the room spewing 
fireballs at you. Defense is the key. Shoot his fireballs before 
they strike you, and sneak in shots when you can. 


Lolo arid Lala return to the vil- 
lage and find smiles instead 
■w’’ of stony statues. Tranquility 
W* returns to Eggerland as, once 
again, brains triumph over brawn. 


The evil King guea out with a bangl With aacfc 
hit. tha damage adds up fit prepared for more 
than a disappearing act This time, get ready to 
dodga flying debrisl And when tha storm sub' 
sides, search out your missiag sibling 


As tha fireballs rain down, fire and destroy the 
on tn aimed at yoa Hold your positios end fire 
repeatedly as the King crosses year path. 































Here rhey ore, top scores from our top ployers! !f you’d like to see your achievements next to 
other NES ond Gome Boy mosters, send them ini You could be the next NES Achiever. 


■AIRWOLFI 


Jim Pole3huk^ Warren, MA^ 4,618,610 

■BUGS BUNNY’S BIRTHDAY BLOWOUT 

J. T. McKeman ► Laguna Niguel, (*► Finished 

Richard Rankin ► Gerden City, Ml ► Finished 

Michael Hinton ► Poca.WV^ Finished 

Jon Carlo Bruttomesso ► Agoura, CA ► Finished 

Bert Hutcherson & Jason Cole ► Cotumbua, TN ► Finished 

■CAPTAIN SKYHAWK 

Charles Constantins ► Centerville, MA ► Finished 


II 


John Steels ► Sandy, UT> Finished 

Danny Bergdorf & 

Jason Clayton ► Saint Marys, OH ► Finished 

Brian Krasts ► Dover, DE ► Finished 

Justin Witty ► Oviedo, H> Finished 

Butch Herman ► Salemanca, NY^ Rnlshed 

Jerry Dyer ► Eegieville, PA^ Finished 

Shana & Chnstophar Neubauar^ Rio Rancho, NM^ Finished 

Tommy Miller ► Rural Retreat, VA ► Rnlshed 

■CRYSTAUS ~ 

Cliff Mastran ► Clearwater, R> Rnishod 

Daniel Hanning ► Long Beach, CA^ Rmshed 

David Desormeaux* Abbeville, LA ► Finished 

Richard Hawk Jr ► Belle Vamon, PA ► Rnlehed 

Trevis Phillips ► Addison, Ml ► Rnlshed 

Dennis Wilson ► Greeley, CO ► Rnished 

Steve Rorah ► Utchfieid, MN ► finished 

Tiffany Beasl> Boca Raton, FL^ Rnlshed 

Tom Leinlnger ► Bentonville, AR ► Rnlshed 

Deborah Thompson ► Tucson, AZ^ Rnished 

Ron Stevens ► Elk Grove Village, N> Rnished 

Tim Shanahan ► Manchester. CT> Finished 

Andrew Machle^ Seattle, WA ► finished 

John Tsouramehis^ Boston, MA^ Rnished 

Richard Harvey ► Myrtle Croek, OR ► finished 

■DESTINY OF AN EMPEROR ^ 

Brad Costa ► Lebanon, Rnlshed 

William Dobkins^ Waterbury, CT> finished 


■DR. MARIO 


Douglas McGinnis ► Arcadia, CA^ 188,100 

Carol Pomeroy ► Porter, IN ► 146,600 

Donna Warren ► Pontotoc, MS ► 98,200 

KylaStedman^ La Mesa, CA ► 55,000 

Jason Gardner ► Tucson, A2^ 53,400 

David Bernat ► Levlttown, PA ► 52,700 

Phillip Hamliton ► Wfest Dee Moines, IA^ 38,400 

■DRAGON WARRIOR H 

Jason Bridsall ► Ported River. NJ ► finished 

Robert Rolsheim ► Moreno Valley, CA ► Rnished 
Richard Griner ► National City, CA ► Rnished 

Michelle Wander ► Plamview, NY ► finished 

Jey Madiartgbayen ► Pensacola, FL^ Rmehod 

Michael Pasatien ► Msssapeque Part, NY ► Rnlehed 
Jonathan Wilcox ► Freeno, CA ► Finished 

Petnck Gabeila ► Duncansville, PAK finished 

■DUNGEON MAGIC 

Jose Rodriguez ► Jamaica, NY> finished 

■GREMLINS D: THE NEW BATCH 

Joey Van Feftl* Richmond, VAK finished 

Don Jerald Hipallto ► Daly City, CA ► Finished 

Pete Romasklewicz ► Matawen, NJ^ Finished 

Chna Surlco ► Plainview, NY> Finished 

■LITTLE NEMO: THE DREAM MASTER 

Jerry Hllnsky ► Burnham, «_► finished 

Jason Batchelder ► Bloomington, MN^ Rnlshed 

Brian Von Hassel ► Sharon Springs, NY ► finished 

Bnan O'Neal ► Clinton, MO ► finished 

Dave Manma ► La Porte, IN ► finished 

John CestlgliaK Renders, NJ^ Rnlshed 

■GOLGO 13: THE KM FAT CONSPIRACY 

Luigi Spezzacatena^ Union City, NJ ► Finished 
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MANIAC MANSION 


SUPER MARIO LAND-GAME BOY 


Matt Herd ► 

Michael Savaged 
Jason & Randy Belthan* 
Damian Chauarria ► 


Mountain Ranch, CA* Rntshed 


Gresham, OR ► 
Garden Grove, CA* 
Mensfleld, TX ► 


Finished 

Finished 

Finished 


Nate & Carl Eppler ► 

Pat Bredenberg ► 

Jeremy Brown ► 

Tyler Bcszlar> 

Franklin, TN ► 
Westminster, CO* 
Brooklyn, OH* 
Quincy, PA ► 

Rmshed 

Rmshed 

Rmshed 

Rnlshed 

■MEGA MAN HI 

Sheng Wan * 

Lawrence, KS* 

Rnlshed 

Gregory Milken* 

Encino, CA ► 

Finished 

Adam Ouellette* 

East Longmeatfow, MA ► 

Rnlshad 

David Aleman * 

Detroit Ml ► 

Rnlshed 

J'Dan Miller* 

Winters, TX* 

Rnlshed 

Oran Laskin* 

Voorhees, NJ* 

Finished 

Tony Werhun ► 

Vborhees, NJ* 

Rmshed 

Tony DePhillips* 

Dupont, PA* 

Rnlshed 

Rey Shum* 

Indienepolie, IN* 

Rmshed 

Bobby Dhimmar* 

Cushing, OK* 

Finished 

Dan Genatiampo* 

Fort Wayne, IN ► 

Rnlshed 

Simon & David Lwasqua * 

Bedford, NH ► 

Rnlahed 

Mike Swier* 

A -r -w 

Rlpon, CA ► 

Rnlshed 

■NARC 

Josh Frleas ► 

Brookfield, Wt* 

2,021,150 

Alfonso Diaz ► 

Bloomington, IL* 

1,369,700 

Igor Buzhaker ► 

Brooklyn, NY* 

1,286,500 

■P1NB0T 

Dale Lee ► 

Bassett. VA ► 

33,349,660 

Jim Uebling * 

Huntington Beach, CA * 

30,114,620 

Sandra Winkle* 

Tecumseh, Ml* 

28,859,470 

Michael Wegnon ► 

Inglewood, CA* 

25,454,070 

Jason & Tracy Siegfried * 

Saint Louis Parte, MN* 

19,818,160 

Juan Carlos Vega * 

Hialeah, FL* 

17,824,480 

Shawn Endler* 

Bethel Park, PA* 

16,760,970 

John McCutchen * 

Natrona Heights, PA * 

12,295,480 

Joshua Williams ► 

Jacksonville, NC* 

10,839,850 

■REVENGE OF THE GATOR-GAME BOY 

Bryin Petrey* 

Fairfax Station, VA ► 1,261,710 

■SHADOW OF THE NINJA 


Richard Modjeski ► 

Fremont, CA ► 

Rnlshed 

■STARSHIP HECTOR 


Richard Carder * 

Hoopston, IL* 

2,283,500 



STEALTH ATF 

David & Fred Christian ► Harahan, LA ► 


2,103,81 


Matt Niemann ► 
Erik Colaizzl ► 
Craig Aker ► 
Mercos Emanuel ► 
Jcehua Stevens ► 
Zachary Sleton ► 


Morgan Hill, CA ► 
Silver Spring, MD ► 
Moore, OK* 
Rlverdale, GA* 
Chula Vista, CA* 
Charleston, SC ► 


999,999 

999,999 

999,999 

950,000 

219,130 

197,900 


SWORDS & SERPENTS 


Robert Reich ► 
Jimmy Hendricks► 

TETRIS 

Gary Gold* 

James Henryk 
Peter Gonzalez ► 
Gregg Gates ► 
Madonna Pepe ► 
Keppen Fitzhugh* 
Charlie 8ahls* 

Joe Cdanccl ► 
Shinhi Katsukawa ► 
Patrick Santiago ► 
Brad Friess ► 
Michael Elzea* 
Donald Brotherson ► 
Wally Kowalski ► 
Ben Weiss ► 


Taylor, Ml* 
Morehead, NY ► 


Finished 

Rnlshed 


Coral Springs, FL* 
Altamont, UT * 
Sddotna, AK* 
Plattsburgh, NY ► 
McHenry, IL* 

Elgin, 1L ► 

Helena, MT* 

Winter Park, FL* 
Costa Mosa, CA ► 

La Grange Park, IL* 
Cadllloc, Ml* 
Kingsport, TN ► 
Salisbury, NC* 
Lullng, LA* 

Los Angeles, CA* 


855,781 

781,705 

639,559 

539,991 

534,000 

526,242 

520,533 

510,408 

458,049 

445,149 

433,834 

329,177 

310.315 

301,327 

300,997 


TMNT H: THE ARCADE GAME 


Peter Sandonls* 
Kit Ellis ► 

Charlie Simmons* 
Bruce King* 
Meciek Waligora* 
Jarek Predki ► 
David Stevens* 
Reid Shappard ► 
Michaal Cornman ► 


Reading, PA* 

San Mateo, CA ► 
Beth. ME * 

Beth. ME* 

Seattle. WA* 

Seattle, WA ► 

Fairfield, TX* 

Wfest Middlesex, PA* 
West Middlesex, PA ► 


Rnlshed 

Rmshed 

Rnlshed 

Rntshed 

Rnlshed 

Rnlshed 

Rnlshed 

Rmshed 

Rmshed 


TMNT: FALL OF THE FOOT CLAN-GAME BOY 


Kevin Chapman * 
Jim Vigeant ► 
Aaron Downing * 


Whitestone, VA* 
Oxford, MA ► 
Clarion, lA* 


Finished 

Rnlshed 

Rnlshed 


WALL STREET KID 

Stephanie Platt* Vantnor City, NJ* Rnlshed 


WIZARDRY 

Jlmbo Lathers ► 
Daniel Chenier ► 


SEND YOUR RED HOT SCORES! 

When your scores really sizzle, be sure to record them on film and send them to 
NES Achievers. If yours Is one of the highest we receive, or If you’re one of the first 
to finish a game, your name might be listed In a future Issue. When you take a pic¬ 
ture of your television or Game Boy screen, hold your camera steady and use only 
natural light. For best results, use a 35 mm camera without a flash. Send us your 
hottest shot! 


Imperial Beach, CA ► Rnlshed 
St F«M§-Valo» ( PQ ► Rmshed 
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A trio of ever-popular characters hold the top three spots and familiar titles round 
out the Top 10. StarTropics makes a big jump, though, and threatens to crack 
into the leaders’ ranks. 



Use this color-coded key to 
check on your favorite games. 

Titles new to the Top 
30. They're the ones to 
watch 1 


Games thet are moving 
big. They've jumped sev¬ 
eral places in the poll. 


Favorites with long-last¬ 
ing appeal that place 
month after month. 


Number of months the 
geme has rated in the 
Top 30. 








s. K « MARIO BROS. 3 


Raccoon Mario and his cohorts 
command the lead in their 15th 
month in the retings. 



TMNT lit 

THE AR C ADE CAME 

Players turn thumbs up for the 
Turtles as they wax the competi¬ 
tion end take over second. 



MEGA MAN III 


Mega Man HI packs a mega-pow¬ 
erful punch! The Wily-wasting 
mini-hero holds onto third. 
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FINAL FANTASY 


The engaging RPG continues to 
fascinate players who ponder the 
magic of the crystal orbs. 


□ 


2.965 

POINTS 



STARTROPICS 
MEGA MAN II 



sms MARIO BROS. 2 




DR* MARIO 


Viruses beware! Dr. Mario's on 
call, and he's got just the cure 
for Mario Fever. 



4,198 

POINTS 



TETRIS 

Players just keep lining them 
up and clearing them out as 
Tetris scores for the 13th time. 




CRYSTALIS 


Crystal is maintains a steady fol¬ 
lowing, month after month. It’s 
bound to become a classic. 



DRAGON WARRIOR II 

Like its predecessor. Dragon 
Warrior n has lasting appeal for 
the many role-playing fans. 



KAY ACTION 
FOOTBALL 

Hut one, hut two! NES Play 
Action proves that football is a 
year-round sport! 




QUEST OF 
THE AVATAR 

Quest of the Avatar shoots 
from out of the pack to Number 
10. It's the ultimate! 




I . £52 I legend ofZELDA 


CASTELVANIA III 
DRACULA'S CURSE 


\TE 


2.177 TEENAGE MUTANT 
Tsj NINJA TURTLES 



1* 




1,550 

KXNiS 


DESTINY OF 
AN EMPEROR 

MEGA MAN 

THE SIMPSONS: BART 
VS. THE SPACE MUTANTS 

THE IMMORTAL 


ZELDAII—THE L|NK 




97 



920 


PQJJ15 



ADVENTURE Of 


MANIAC MANSION 
DOUBLE DRAGON II 
SUPER C 

WWF WRESTLEMANIA 
CHALLENGE 

DISNEY’S 
DUCK TALES 

GREMLINS 2 
BATTLE « OLYMPUS 
BATMAN 


EL^sJ SHADOWGATE 
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Players' Picks 


Pros' Picks 


Dealers' Picks 



game pts. 


GAME PTS 


GAME PTS. 


1 Super Mono Bros 3 4,337 

2. TMNT n The Arcade Game 4, 1 29 

3 Mega Man HI 3,677 

4 Final Fantasy 2,169 

5. Mega Man II 1 # 835 

6 Casrievama m—Drocub's Curse 1,663 

7 Dragon Warrior 1,645 

8 Oragon Warrior n 1,188 

9 NFS Play Action Football 998 

10 T ecm o Bowl 922 

11 Or Mario 915 

12. The Legend af Zelda 912 

13. Zelda n—The Adventure of Lnk 869 

14. The Simpsons Bar* vs ihe Space Mu tents 774 

15 Double Oragon n 728 

16 Tetns 724 

17 Teenage Mutant Nm |0 Turtles 712 

18 Super Mario Bros 2 694 

19. Super C 619 

20. Nmp Gaden S 606 

21 Mego Man 581 

22 Crystalis 498 

23 Disney's Duck Tales 496 

24 Super Off Road 489 

25 Gremlins 2 457 

26 Batman 455 

27 Maniac Mansion 451 

28 Skate or Gen 449 

29 Shadowgate 434 

30. Ultima Quasi of the Avatar 427 


1 Crystalis 

3,610 

2 Mega Man HI 

2,980 

3 Dragon Warrior H 

2,630 

4. Ullima Quest of ihe Avatar 

2,390 

5. Final Fantasy 

2,310 

6 StarTropics 

1,950 

7 Destiny af on Emperor 

1,820 

8 The Legend of Zelda 

1,570 

9 The immortal 

1,550 

10 Manioc Mansion 

1,060 

11 Super Mario 8ros 3 

1,030 

12 Battle of Olympus 

920 

1 3 TMNT II Tfie Arccde Game 

880 

14 G.l. Joe 

870 

15. Solstice 

850 

16 NES Play Action Football 

770 

17 Castlevonio HI— Graculo's Curse 

710 

18 Bondi! Kings of Ancient China 

680 

19 Wizardry 

675 

20 Zelda n—The Adventure of link 

670 

21 Nobunaga's Ambition 

660 

22 Mega Man II 

610 

23 Flying Womofs 

600 

24 Mego Man 

560 

25 The Adventures of Lob II 

540 

26 Dr Maria 

480 

27. Shadowgate 

470 

28 Metroid 

450 

29 Genghis Khan 

410 

30 The Adwin lures af Rad Gravity 

400 


1 Super Mono Bros 3 5,551 

2. TMNT n The Arcade Game 4,580 

3 Tetns 3,474 

4 Or Maria 3,280 

5 Mego Man nr 2,189 

6 Super Maria Bros 2 2,020 

7 NES Play Action Football 1,597 

8 Teenage Mutant Ninja Turtles 1,465 

9 WWF Wrestlemania Challenge 1,223 

10 StarTropics 1,015 

11. The Simpsons Bart vs the Space Mutants 979 

12 Gsne/s Rescue Rangers 821 

13 A! Unser Jr's Turbo Racing 819 

14. Double Dragon fl 781 

15 Paper Boy 780 

16 Battle Tank 689 

17. Super C 639 

18. Mega Man 619 

19 Final Fantasy 594 

20 Cosrievanfa j n—Dro cub's Curs* 568 

2 V Jack Nicklous' Mo|or Championship Golf 548 

22 (Disney's Duck Tales 493 

23 Gremlins 2 485 

24 Big Bird's Hide and Speck 484 

25 Championship Bowling 466 

26 Batman 457 

27 Ultima Quest of the Avatar 434 

28 Donkey Kong Classics 423 

29 Mega Man II 419 

30 Marble Madness 406 


NEW TITLES START 
TO SHOW UP ON 
PLAYERS' LIST 

Mario is still Numero Uno with 
players and the Teenage Mutant 
Ninja Turtles hold fast to second, 
but new faces are showing up on 
their list this month, too. 


CRYSTALIS 

STEALS 

FIRST 

After a short slide, Crystalis peaks 
in the top spot. Another new 
favorite, Ultima: Quest of the 
Avatar, is steadily gaining popu¬ 
larity with the pros. 


DEALERS 
ORDER UP 
THE HITS 

They watch the trends and try to 
keep the hot ones on the shelves. 
It's a tougher job than it sounds, 
they say! 
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Scores of games ranked lower than 30 were included in totals shown in Top 30. 




















The dud«« from Son Dlmit Btfl (Afex Wlnlor) nod Ted (Kennn Reeves). 


A lex Winter is a very busy 
guy these deys. Between 
starring in tha soon-to- 
be-re laased sequal, "Bill and Ted's 
Excellent Adventure II," writing 
and directing T.V. shows and pro¬ 
ducing music videos, he doesn't 
hava a lot of time left over for 
much else. Unless it's Geme Boy. 

"I started seeing people playing 
Game Boy evarywhara," recalls 
Alex "At first, I didn't know what 
the heck they were doing. I thought 
it was maybe some sort of secret 
network that I wasn't aware of. 
Finelly I borrowed one from 
somebody on the set and started 
pleying Tetris. The next thing I 
knew, the sun had gone down, and 
I wes hooked for good.” 



Alex got hooked on acting at an 
earlier age, starting at age tan on 
Broadway opposite Vincent Price 
in "Oliverl" Mora recently he por¬ 
trayed a series of "bad boy" type 
cherecters in films such as “Death 
Wish HI," 'The Lost Boys" and 
"Hauntad Summer." 

But it wes "Bill and Tad's Excel¬ 
lent Adventure," which skyrocket¬ 
ed Alex to fama. 

"I was pretty surprised that 'Bill 
end Ted's Excellent Adventure' 


was so populer," seys Alex. "I 
meen, we thought the film would 
do well, but I don't think enybody 
thought it would be number ona at 
the box office for so long. In fact, it 
wes so popular that a 'Bill end 
Tad's Excellent Adventure' cartoon 
series wes made and a Nintendo 
game is in the works, (from LJN) 
so I guess nothing raally surprisas 
me anymore." 

"Bill and Ted's Excellent Adven¬ 
ture U," which dabuts this sum¬ 
mer, finds Bill and Ted in the thick 
of things once again. 

"An evil dude from the future 
sends two duplicates of Tad and 
me back to the presant to wreak 
hevoc on tha world," Alex seid, 
briafly explaining the plot "Wa 
spend the rest of the movie trying 
to stop them from destroying every¬ 
thing." 

Alex is excited about playing the 
video game version of "Bill and 
Tad's Excellent Adventure." 

"If the video game is anything 


like tha movie," says Alex, "It 
should be a lot of fun trying to get 
Bill and Ted out of the erezy situa¬ 
tions they somehow menege to 
get thamselves in." 

Beyond "Bill end Ted's Excallent 
Advanture n," Alax is very excited 
about a new show which ha is 
writing, directing end producing 
for MTV called "I diot Box." 
According to Alex, tha half-hour 
comedy is similar to Monty 
Python, Seturday Night Live and 
SCTV in that it features e series of 
outrageous sketches that are very 
off-tha-wall. 

Although Alex admits that his 
free time is very precious, he does 
manage to get in a few rounds of 
Tetris and Super Mario Bros. 2 
whenever possible. 

"My strategy for Nintendo 
games is e lot like my stretegy for 
life," says Alex. "You've got to 
relex, concentrate end think 
ahead." 
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Winner 


GO ON A 


♦4 




SCAVENGER HUNT AND WIN 
A SONY BIG SCREEN TV! 



-you coucb vn. 


A personalized quest plotted in your home¬ 
town by the Nintendo Power staff! 

• You and three friends will piece together clues - - 
found all over town while riding in a chauffeur 
driven limousine! 

• Recover Leonardo Da Vinci's three lost treas¬ 
ures, just like in the movie Hudson Hawk! 

•You'll earn a valuable reward for your efforts- i 
a Sony big screen television! #. 
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Movie Party and 

Second Prize Hudson Hawk Game Pak! 


S Winner* 


You wan! hove to scavenge money to see Hudson Hawk if you win 
second prize. We'll give five winners passes far themselves and 
ten friends to see Hudson Hawk ot a theotre in or near their home¬ 
town. We'll even pay for all the popcorn ond condy you care to eat 
(you eon even have a cappuccino if they serve them at your local 
theatre). After you see the movie, you'll be the first ta play the Hud¬ 
son Hawk NES game, courtesy af Sony Imagesaft. 


Third Prize Nintendo Power dorse 


Winneri 


Talk obout exclusive fashion) You corit 
buy them in stores and you won’t find 
them in o scavenger hunt—you can 
only win them in the Players' Pall Con¬ 
test) So enter naw and be the first of 
your friends ta spart this hot jersey. 


M 


k 

•£4*3*-** few 





OFFICIAL CONTEST RULES 

(No Purchose Necessary) 

To enter, just fill out the Players' Poll response card or print 
your name, address and telephone number an e plain, 3x5 
piece of paper. Mall your entry ta: 

Nintendo Power Players' Poll 

P.O. Box 97062 
Redmond, WA 98073-9762 

One entry per person, please. All entries must be post¬ 
marked no later than May 1,1991. We are not responsible for 
lost stolen or misdirected mail. 

I On or about June 15,1991, winners will be randomly drawn 
from among all eligible entries. Winners will be notified by 
mail. By accepting their prizes, winners consent to the use of 
their names, photographs, or other likenesses for the pur¬ 
pose of advertisements or promotions an behalf of "Nin¬ 
tendo Power” magazine or Nintendo of America Inc. without 


further compensation. Chances of winning ere determined 
by the total number of entries received. Prizes ere limited to 
one per household. No substitution of pr izes is permitted. All 
prizes will be awerded. To receive e list of winne rs, which will 
be available after June 30,1991, send your request to the 
address provided above. 

GRAND PRIZE: Nintendo will arrange a personalized “Hud¬ 
son Hawk” scavenger hunt In or near the winners’ home¬ 
town. Exact details ere subject to determination based on 
the specific location. If the winner Is under 18, he or she must 
be accompanied by eparent or guardian. Winners under age 
14 must provide written parental consent and release. This 
personalized “Hudson Hawk" scavenger hunt is scheduled 
for sometime in the summer of 1991; exact dates are subject 
to final determination by Nintendo of America Inc. Some re¬ 
strictions apply. 

This contest is not open to employees of Nintendo of Ame¬ 
rica Inc., their affiliates, agencies, or Immediate families. 
Void In Canadeand elsewhere where prohibited by law. This 
contest Is subject to ell federal, state, and local laws and 
regulations. 


START 




O ne of the most challenging 
sections of this epic adven¬ 
ture is the battle through 
the tunnel in the Ghost Villege of 
Chapter 3. Here are a few pointers: 

POWER-UP 

Fight your way to the first long 
room in the tunnel end go through 
the gate to the north. You'll get to a 
room with Double Small Hearts. 
Collect tha Heerts and climb the 
steirs to exit the tunnel. Then go 
back into the tunnel and collect the 
Hearts egain. Continue to loop 
eround in this manner until you 
hava filled ell of your Hearts. Then 
you'll be ready to take on the chal¬ 
lenges eheed. 



Collfccl tha OnaMe Small Hearts In a roam naar the 
aalraaea. Than latvt, coma bach anil coital ttia 
Haart* 59 * In. 
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HOW DO I GET THROUGH 
THE GHOST VILLAGE? 


WHACK-A-JELLY 

After you make your way through 
the tunnel for a while, you may 
encounter a deed end. Chances 
are thet you've been to a room with 
e stairway in the northeast corner 
and e Jelly just south of the stair¬ 
way, next to tha wall. The stairway 
leeds to a tunnel exit, but e secret 
passage behind the Jelly leeds to 
the rest of the tunnel. Defeat the 
Jelly and welk through the pas¬ 
sage. 



Hit tfii July la (Iris room to mul i aocril passage. 

FORK INI THE TUNNEL 

The first derk room thet you enter 
in this passage has a light panel in 
the canter. When you hit the light 
panel, you'll see that there's an 
opening on the south wall end e 
secret passega on the east wall. 
The passage to the east eventually 


leads to the tunnel goal. You 
should walk south first, though, to 
collect Potions and other impor¬ 
tant items. 



Htid tooth wHrr yoR first RRtor (Ms room. TIhr 
go to the nut wJirr you rotors. 

MAX’ E RATTLE 

The gient ghost in this tunnel is all 
thet stands between you and the 
mechenism which will drein the 
ghost villege lake. Use a Rod of 
Sight to make it visibla end vulner¬ 
able. Then pelt it with shots from 
the Bola. Aim for Maxie and evoid 
the Minies and fireballs. You 
should be able to knock it out with 
some practice. 



Hit Mile wttli sfteU from ttw Belt. 
















SMTR0P1CS 


HOW DO I ENTER THE TUNNEL 
IN CAPTAIN BELL S MEMORIAL? 


C aptein Bell was a crefty 
character. He made sure 
that only those who were 
in on the secret of his Memoriel 
could have eccess to the Channel 
Tunnel. When you enter the 
Mamorial, you’ll see that flames 
block the entrence to the tunnel. 
These flames can be extinguished, 
though, if you pley the right tune 
on the gigantic pipe organ in the 
Memorial. There is one resident of 
the island who knows the tune. 
After talking to all of the people of 
the village end Chief Bellcola, 
you'll learn that Pete the Perrot is e 
direct descendant of Ceptein 
Bell's Perrot. Pete will help you 
with the puzzle of tha Mamorial if 
you give him a gift, end thara's 


nothing that Pete likes more than a 
fresh Worm. Journey to the east¬ 
ern side of the islend and get a 
Worm from Bait, the young fisher¬ 
man. Then return to Pete with the 
Worm. Ha'll relate to you some 
words from Ceptain Bell. They are 
"Do Me So Far, Do Me." At first 
this seems like e nonsensa sen¬ 
tence. You'll notica, though, that 
every word relates to a musical 
note. The Pipe Organ in the 
Memoriel hes seven Keys corre¬ 
sponding to the scale "Do, Re, Mi, 
Fe, So, La and Ti." The clue is tell¬ 
ing you to hit the Keys which corre¬ 
spond to "Do, Mi, So, Fa, Do and 
Mi", in that order. Pley this tuna 
end the fires will vanishl 




Blvt Pita « Worm cut h* wfll |fvt too t clue from 
Cup tali Ball. 
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Jeff Norton 

Became GPC January, 1990 
Hobbies Playing end Producing Music 
Working with Computers. Camping 
Fishing 

Greatest NES Accomplishment First GPC To 
Complete Dragon Wamor H end Earth 
Bound 

Favorite NES Game All Role Playing Games 


John Schommer 

Became GPC Jenuery, 1990 
Hobbies Mountain &klng. Snowboarding 
Skiing 

Greatest NES Accomplishment Finished 
Heavy Shrcddin* with one cheracter 
Favorite NES Game Mega Man n 


James Verhaeghe 

Became GPC October, 1909 
Hobbles Skiing, Playing NES. Computer 
Games end Football 

Greelast NES Accomplishment Completed 
Over 250 Games 

Favorite NES Game All NES Game3 


Casey J. Pel key 

Become GPC December, 1989 
Hobbies Snow Skiing, Golfing, Installing 
Stereos 

Greatest NES Accomplishmenl First GPC To 
Complete TMNT n with partner. Tony C 
Favorite NES Game Snake’s Revenge 


GAME PLAY COUNSELOR PROFILES 
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WHAT S A GOOD WAY 
TO COLLECT COINS? 



T he Dungeon of Shame 
serves as e literal Gold 
Mine for innovative explor¬ 
ers. On Level Six, there are 22 
Treasure Chests which hold e totel 
of 1000 to 1700 Gold Coins. You 
can get thera easily from the 
Castle Britannia. Walk north 
through the wall in the Northeast 
corner of the Cestle. Than journey 
to the west until you find a charac¬ 
ter who tails you eboutthe balloon. 
Walk north through the wall and 



take e few steps to the east, where 
you will find a door that requires a 
Key. This is the entrance to the 
Dungeon of Hythloth. Climb down 
to Level Eight of Hythloth. Then 
walk to the Northeast corner into 
the Alter of Courage. From there, 
travel west into Level Eight of 
Shame. Climb up to Level Six and 
collect the Gold in all of the Trea¬ 
sure Chests that you can find. 
When you retrace your steps to 
the Altar of Courage, the Treasure 



Chests in Shame will refill. Return 
to Shame and collect the Coins 
again. You can repeat this pattern 
of Coin collecting for es long as 
you want! 
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Jot roey forth through this will In the Castle Britannia. 

When you roach the Altar of Courage, continue to the Level Six of the Output of Shams hat 22 Treasure 

west Cherts. 
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HOW CAN 1 QUICKLY 
BUILD ATTRIBUTES? 


T here's e mysterious Megic 
Ball in the Dungeon of 
Hythloth which your party 
members can touch to build 5 
points each of Strength, Intelli¬ 
gence and Dexterity. Enter Hyth¬ 
loth by way of the Castle Britannia 
and immediately use the Exit 
Spell. You'll be sent to en entrance 
to the Dungeon of Hythloth which 
is very close to the Magic Ball. Just 
enter the Dungeon, take one step 
to the south and one step to the 


east. You’ll see the Magic Ball from 
there. Sinca touching the Magic 
Ball hits your party mambers with 
a jolt which takes away 600 Hit 
Points, they will probably have ell 
of their energy knocked out of 
them. Have the other members of 
your party touch the the Magic Ball 
before your own character does. 
When your character is hit with 
this jolt, the entire party will be 
sent back to Lord British. All of the 
party members will still hold their 


newly gemad attributes when 
resurrected and Lord British will 
start your party off with 400 Gold 
Pieces. Return to the Dungaon of 
Hythloth, use tha Exit spell and 
repeat the process of touching the 
Magic Ball, each time adding five 
points to your Strangth, Intelli¬ 
gence and Dexterity. Intelligence is 
an especially important attribute 
to build as it is directly related to 
your abilities to learn end use 
magic. 





To»eh Hie Mi|lc B»D !• die 0o( B soo ol Hythloth iml ye* will odd anally to yoer attribute 
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HOW DO I COLLECT THE 
HARD TO REACH 1 -UPS? 


W hile registering "HELP 

ME" as your name 
does allow you 10 
fighters every tima you continue, 
it's still important to collect every 
1 -Up you come across, especially 
in the later stages. There are three 
1 -Ups which we’ve found ara par¬ 
ticularly difficult to collect: 

PLATFORM TURNAROUND 

About midway up the tower, which 
is aast of tha castle, you’ll reach a 
door leading to one last ascant. 
There's a 1-Up just below that 
door. If you try to jump over the 
gap to collect tha 1 -Up, though, 
you'll hit the jaggad side of a 
Turnstila Platform. Whila you'ra on 
the same leval as the door, jump 
on the platform and let it turn 
around. Than jump on tha plat¬ 
form to the right and drop to tha 
level of the 1 -Up. You'll aasily be 
abla to maka tha jump to the 1 -Up 
without hitting tha spikas. 



HH Urn platform and door knrel. Ikon drop down an 
tha platform to tkn right and Jump to tkn 1-Up. 


ALUCARDS QUICK CHANGE 

Aftar you beat Alucard and bring 
him ovar to your side, you'll con- 
tinuato explora tha passage below 
tha marsh. Just before you reach 
the door which leads out of the 
passaga, you’ll sae a Candle under 
a brittla platform. If you hit the 
Candla it will produce a 1-Up 
which immadiataly falls down and 
out of the screen. Fight up to this 
area as Alucard and power him up 
so that ha can throw two or three 
firaballs at a tima . Whan you get to 
the brittle platform, jump to the 
solid platform on the left. Hit tha 
Candle with a fireball and quickly 
press Down on the Control Pad 
and tha A Button to transform into 
a bat Then swoop down with tha 
bat to collect tha 1 -Up. 



hmrn np Alncvrd't flrtkiD-iboottiif akEHty Thun 
Mt Hit Caadit and changi into a bat so tkal yoa 
caa coltecl tka 1-Up balers tt'a gao*. 


sss&ssi 


014J tf Juh 3 bw 


GRANT S GIANT LEAP 

As you venture daep into tha ghost 
ship, just before you reach Snaka 
Man, there's a long stairway lead¬ 
ing up and right and a larga win¬ 
dow far to tha laft The Candle 
naa r the window sill can ba brokan 
to revaal a 1-Up and, smca the 
window sill is quite a distance 
from tha top of tha stairs, it's logi¬ 
cal that you would use Grant to 
jump for the sill. If you jumpto the 
left though, you'll hit the calling 
and go crashing down. Instead, 
jump straight up and grab onto the 
ceiling. Than crawl along the ceil¬ 
ing and drop down on tha sill Hit 
the Candle, collact the 1-Up and 
jumpto the left. You should be able 
to grab tha laft wall near tha bot¬ 
tom of tha screen. Then climb up 
to tha ceiling and over to the plat¬ 
form at the top of the stairs. 



Imp straight np and grab 9ka ctHiftg Thru drop 
don, collect the 1-Up and J»mp to Ike lift 


VOLUME 24 87 



























MAGICIAN 


HOW CAN I RESTORE TO FULL 
HEALTH EARLY IN THE GAME 9 


J ust outside of Seranna, you'll 
come across the misty cloud 
of a sleeping Magician. 
Bafore you waka him, stand in the 
cloud and your Health will 
increase rapidly. Even when you 


are in tha cloud you're likely to get 
hungry and thirsty. Continue to eat 
and drink to sustain your Health. 
Then visit the Ye Olde Shop in 
town for provisions once more 
before leaving for the wilderness. 


When you have the Spells of 
Reveel and Wakey Wakey, you'll 
be abla to transform the misty 
cloud into a Magician and raceive 
some important items. 



SUitA in tht nlsty chid ol (Hi ilaeplai Migitisa and roar hnttti wM quickly Improve, aa long you continaa to aat aad driak shen you’re hangry or tfciraty. 


HOW DO I CROSS THE BEAMS 
IN THE SECOND LEVEL? 


f] n the second level of this thriller 
thara are several corridors lined 
with laser beam amitting 
devicas. Climb down and to the 
left. Then jump over the ladder to 
tha right, whare the beams are. If 


you cross the beams in your 
human form, you'll be hit with a 
vary strong jolt As the Werewolf, 
though, you'll be eble to cross tha 
beams unharmed with a beck flip. 
Just prass Up on tha Control Pad 


and the B Button at the seme time, 
tha Werewolf will jump and spin. 
While he's in the eir, press Right or 
Left on the Control Pad to move 
him through the air and past the 
beams. 



damp across Ilia ladder la lha passage an tha right Tha baaras an lacndIWy ttmag. Yoa woaktnt ha 

able lo fat far In banian fwm. 



Frew (Ip and V to bank fUp ttaroagfa (ha baima 
■nhannad 



I'm waiting 
for ifour 
letters. 


NINTENDO POWER 
Attn Coun»lors’ Comer 
P.O. Box 97033 
Redmond. WA 98073-9733 


t? - Nintendo Gama Play Counse¬ 
lor* ere on ceil Mon.-Set, 
4:00 em to Midnight and Sun., 
8:00 am to 5:00 pm, Pacific 
time. 
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A wide variety of new releases are making their miniature golf. A few of these games that didn’t 
way to NES retailers. There are action, role play- quite merit feature coverage may spark your 
ing, sports and even video versions of darts and Interest. 



New twists on the classic game of darts make Magic 
Darts from Romstar a unique gaming experience. Up 
to four players can choose from twelve types of dart 
wielding characters. They range from average players 
to experts, aliens and other characters that you may 
not immediately associate with the game. Eech player 
has his or her own way of making the dart reach tha 
board. 




Choose from a wide variety of 
character* Each one hat a 
different dert-tossfcQ technique 
You may find some to be more 
accurate than others. Test them 
aH out before you decide which 
character suit* you best 




Six of the most 
popular dart games 
are represented. 
Some concentrate 
on high scores and 
others require pin 
point accuracy. If 
you don't under¬ 
stand the rules, 
choose the Watch Mode and see how the com- 
putar controlled characters play tha gama. When 
the darts are in your hands, you'll have control 
over the aim, the angle end the strength of each 
toss. Quick reflexes and an understanding of the 
flight of a dart in the air ara required to make 
accurate throws. 


Set Your Aim 
On Six 
Dart Classics 
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Take on the dangers of the great outdoors in a test of 
skill and bravery from Jaleco. As a young Indian Brave 
you will run, jump and fight your way through eight 
exciting levels from an opening test of courage to a 
final battle. In the classic style of the Mega Man series 
and other action packed adventures, you can choose 
the order in which you complete the levels. Once you 
are through the first test, you will have the option of 
choosing to fight through any of six more difficult to 
complete areas. Put yourself up to the test and fight 
through to the ultimate challenge. 



€ Brave The 


Of Eiaht Levels 




Hone Your 
Skills In The 
First Round 


5CC 


€ Chart Your Course 

After yoe complete the first level, yoe cen choose to complete the ether stifles h any 
order Since you cen easily eccemuiate severe! bottles ol medicine In the first level, It's 
e good Idee to take on the tests that yoe find most cholenglng while yoe stifl have 
those extra boosts of energy Fight hrevely yoeng warrior! 


Save Magic Bottles 

Mike sure that you detail iwy 
wemy Out yoe com acm* Son* 
d them feavt behind ntaatte 
Power-Up item. Magic Bottles are 
‘must luw* Hems With each, your 
weryy util automatically refill 
whae It has gone down to nothing. 

When you have several, take on the 
most challenging stages 




eicfkV 

* .aas 


From the Fire Test to the Secret Cliff, the levels working ep to the flnel erea ere 
equally challenging to complete Fight through a practice eree first. Then 
choose eny of the six tests of bravery. 


® Bravely Battle The Beasts 

incredible craetores eweft at the end every stage Try to save 
yoer Ufa-re plenishing bottles for these oltlmete tests 
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MINI PUTTa 

The game of miniature golf receives royal treatment 
from JVC's excellent Mini Putt. Realistic courses, 
weather conditions and a skins game are just a few of 
the features that await up to four putters in this 
thorough treatment of the gama. 

• Pick Your Putting Course 

From windmills to elephants, all of the popular putt- 
putt obstacles and challenges are part of the four 
nine-hole Mini Putt courses. 


Take On The 
Ultimate 
Challenge 



Once you've mastered the three modarate 
courses, you'll be raady to take on tha maze-like, 
super-sloped greens of tha Challenga course. 
Master this one and you'll be a putting pro. 




Tha Traditional and Dalaxa 
coarsas challenga tha 
putter with slopes and 
harriers while the Classic 
coarse conceatrates oa 
the flashier faaturas of the 
gama. Practice first an tha 
Traditional coarse. Then work 
your way ap to tha others. 




Sofel's Klash Ball is a futuristic, fast-paced contact 
sport. Collisions don't just occur, they're part of the 
game. Step into the Klash Ball arena and take aim at 
your opponent’s goal. Any way that you can power the 
Ball through is within the rules. 



Choose your team based on the power, stamina and 
skill of the players. Then join tha eleven team Klash 
Ball League or challenge a particular team to a Knock- 
Out match. Two-Player games are always faca-to- 
face Knock-Outs. 




Slida into the oppos¬ 
ing Ball carrier and 
knock the Ball loose. 
Then gain posses¬ 
sion and make your 
way to the Goal. You 
can also grab Power 
Tiles to aain strength and stop your opponants. 


Klash 

And 

Carry 



Ac you slid* Into ywr oppoannts 
they will break apart and give up 
possession of tha Ball. This will give 
you a chance to grab toe Bad and 
make your own play for tha Goal 


Tha play control does take some 
getting ased to With practice, though, 
you can fight your way 
through tha ranks and 
come out as the IQash 
Ball champ. 
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BILL ELLIOTT'S 



NASCAR CHAUENCE 


The Nescar Challenge in this realistic racer from 
Konami is to come out victorious in a championship 
season featuring four famous trecks. Bill Elliott's 
expertise is behind you es you take to the wheel and 
try to master the touchy steering of a fast moving car 
and the banked curves of treacherous courses. 



Select your car from three Nascar recers and have it 
customized to your own specifications. You heve con¬ 
trol over the transmission, spoiler angle, gear retio 
and tire size. Your decisions will affect your car's per¬ 
formance on the track. 




Mistering the skill of pessfog, Milwring lines end drafting aH raly on hrw ytu 
handle yoer car. Witch the wheel and tin raad as you practice these activities. 


You'll only be able 
to challenge the 
top drivers if you 
practice every 
aspect of the sport 
Choose the prac¬ 
tice round and get 
advice from Bill on mastering the important parts 
of racing. 


Practice 

Makes 

Perfect 


AqufefcpHstop is es99irt!alf«riHct0fy.KiMfw«XK!ty wftil yourcir needs end try 
to get ywr crew Ui get your car back on toe track to » tittle thnt es ponfbte. 



LASER INVASION 

Continuing in the tradition of the 
Top Gun series of first person 
perspective combat mis¬ 
sions, Ultra presents a heli¬ 
copter thriller made for use 
. >. with the Standard Controller, 
. > Zapper Light Gun or the new 
Laser Scope Helmet. Fly your 
helicopter through enemy territory. Then land and 
continue on foot through four exciting missions. 






You're ia eherge of the entire 
mission Fly to enemy heed quarters, 
lend your helicopter end Infiltrate llie 
corridors end compounds on foot. 



Take 
To The 
Sky 


While there are sev- 
erel activities to 
master, flying takes 
the most skill. 
Select missile size 
and options before 
you leeve the hen- 
gar. Then pay atten¬ 
tion to radar and tergets es you fly. 


AAffli ’ 
tfJttW L 


Select the lizo of the Mlsslas thel yoo’K cerry end ene of several 
posslhle options before you begle your mission. 






There ere three Importenl parts of die screen to pay attention to as yeu 
fty Watch the window far approaching enemies end check Ihe two Rider 
displays to set surrounding enemies and tergal positions. 
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NOBUNAGA'S 

AMBITION I 





Koei's collection of role playing simulations set in 
Ancient Asia continues to build with this follow up to 
Nobunaga's Ambition. Up to four pleyers control tha 
daily activities of Fiefs in 16th Century Asia. This new 
version of tha sama basic geme includes a wide range 
of characters and abilities. There are 255 generals to 
control as well as a force of Samurai. 



THE BARD'S TALE 

Ores, Goblins and other nasty creatures haunt the 
araa surrounding the Adventurers' Guild in The Bard's 
Tale from FCI. Form a perty and set out to defeat these 
creatures while seeking your fortune. 




lulU a party of admturan aid go out on 
a first parson perspective Journey in 
classic role playing style. Be ready at afl 
times for a fight with avtt matures. 


YOUR GUIDE TO THE LATEST NES RELEASES 




COMPANY 


The Bard’s Tale 


Bill Elliott’s NA5CAR Challenge 


Castellan 


FCI 


Kanamt 


Tr'rffix 


PLAY 

MFO 


1P/BATT 


POWER METER RATINGS 
G P C T 


TP 


2P-A 


2.8 


2.8 


2.6 


2.7 


2.7 


1.9 


3.1 


2.4 


2.6 


3.1 


3.0 


2.6 


GAME TYPE 


Role Playing 


Driving 


Puzzle Action 


Corvette ZR-1 Challenge 


Milton Bradley 


2 P-5 


2.7 


2.5 


2.6 


2.7 


Driving 


Flight of the Intruder 


Mindscape 


IP 


3.0 


2.4 


2.7 


3.1 


Flight Combat 


Hatris 
Klosh Ball 


BPS 
5afel 


Laser 


Ultra 


ip 

2P-5 


2.5 

2.9 


2J 

3.1 


2.0 

3.0 


2.0 

3.4 


Puzzle Action 
5ports Action 


IP 


3.3 


2.7 


3.1 


2.8 


Combat Action 


Lola IQ 


Hal 


IP/Pass 


3.6 4.1 


4.3 


4.1 


Puzzle Action 


The Lane Ronger 


Kanami 


1P/ Pass 


3.4 


Darts 


Ramstor 


4P-A 


3.0 


3.5 


3.4 


3.9 


3.9 


Western Adventure 


3.1 


3.5 


Darts 


Mini-Putt 


JVC 


4P-A 


3.0 


3.3 


3.3 


3.2 


Miniature Galf 


The Mutant Virus 


American Software 


IP 


2.9 


2.5 


2.3 


3.1 


i-Fi Action 


Nobunaga’s 


I 


Koet 


4P-A/BATT 


3.0 


2.4 


2.9 


3.0 


Rale Playing 


The Racketeer 
Vices Project Doom 


Banda? 

American Sammy 


IP 

ip 


3.3 

4.3 


3.3 

4.0 


3.0 

4.3 


3.5 

3.8 


Whomp ’Em 


Jaleco 


Rocketpack Adventu re 

Sci-Fi Adventure 


Western Adventure 


LISTING KEY 

You can gettha most out of our 
game listing by understanding 
tha categories. Title, Company 
and Game Type are self ex¬ 
planatory. Use this Key to un- 
darstand Play Info and tha 
valuable Power Meter ratings. 


PLAY INFO ' 

Gemas are mede to be played with one to 
four playars. Some also amploy a battary or 
password to save gama play date. 

1P S5 ONE player 

2PL5 * TWO PLAYER SIMULTANEOUS 

2 F-A = TWO PLAYERS ALTERNATING 

4P-A- FOUR PLAYERS ALTERNATING 

PASS = PASSWORD 

BAIT * BATTERY - 


POWER METER 

The Pros et Nintendo HQ 
rata aach new game. 
Ratings ara from 1 (poor) to 
5 (excellant) in four differ¬ 
ent categorias: 

G = GRAPHICS AND SOUND 
P a PLAY CONTROL 
C = CHALLENGE 
T = THEME AND FUN 
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Look lor plenty of hot news on the NES and Super NES in this installment ol 
Pak Watch! Stay tuned lor the hottest news on all Nintendo Systems (we even 
slipped in an item or two on Game Boy!). 




^4 TECMO super bowl 


The long awaited follow-up 
to Tecmo Bowl is on its way! 
Tecmo Super Bowl adds 
more football features and 
fun with an emphasis on coaching 
choices. You'll be able to choose 
from 28 real pro teams and play a 
complete 16-week season (with a 
total of 224 matches). Like other 
computer sports games that feature 
long seasons, you can play all the 
games or just watch them, You can 
also just get the line score. Coaches 
in Tecmo Super Bowl will have four 
running and four passing plays per 
team to choose from, plus on side 


kicks and punt fakes. 

Each individual play¬ 
er will have more 
detailed condition 
stats than in Tecmo 
Bowl. Players will get 
tired as the gama 
goes on, and will lose 
playing ability accor¬ 
dingly. Injuries will 
also occur depend¬ 
ing on a player's condition. An 
option to play a Pro Bowl with the 
best players from each team has 
also been added. It sounds like the 
game comes complete with every¬ 


thing except for a big bucket of 
sport dnnk to dump over the win¬ 
ning coach's headl Look for Tecmo 
Super Bowl in time to kick off tha 
coming football season. 



Choose from 28 pro looms. 



Play e Super Bowl rematch 



He kicks, he scores! 
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DARK MAN 


Movie game maker Ocean 
is planning a game based 
on the sci-fi superhero 
Darkman. In the early ver¬ 
sion we saw, the cinema graphics 
were top notch end the action 
scenes reminded us a bit of Robo- 
Cop 2. Like the movie, the game 
will contain lots of action as Dark- 
man tries to get revenge on the 
gangsters who made him the trag¬ 
ic superhero that he is. In the 
game, Darkman will use his super 
strength and other abilities to 


combat crime, plus he'll obtain 
masks thet will allow him to walk 
unnoticed among enemies. 
However, the synthetic skin these 
phony faces are made of is unsta¬ 
ble, and the masks will only hide 





his identity for so long. From there 
on he'll have to fightl This option 
adds an element of strategy to the 
action. Ocean is also working on 
Game Boy titles based on Dark¬ 
man and Navy Seals. 



1 


. Corner 


/ 



DAY DREAMIN’ DAVEY 



If you've ever day dreamed 
of being in the Old West or 
Middle Ages, you have 
something in common with 
Dey D reamin' Davey, the hero of a 
new action game from Hal America. 
Get ready to venture through the 
eons from ancient Greece to the 
Wild West and in between. The 
game play perspective is slightly 
reminiscent of Crystal is, and the 
graphics are big and colorful. Rather 
than role playing, however. Day 
Dreamin' Davey concentrates on 
pure action with a bit of puzzle solv¬ 
ing. The depth of the game comes 



from the many long and twisting 
mazes Davey must negotiate. The 
mazes, of course, are filled with 
foes, such as thieving peasants and 
dangerous evil knights in medieval 
times. Desperados and demigods 
await him in other time zones. As 



/ 


/ 




Cortler 


r 

A game based on the new 
Bruca Willis action/comedy 
motion picture, Hudson 
Hawk, is in the works from 
CSG. The game will follow HawKs 
big screen adventures as he uses 
his cat-burglar savvy to find the 
components of Leonardo Da Vin¬ 
ci's lost gold-making machine. 
While the game looks like it will be 


HUDSON HAWK 


a straight action game, the cha¬ 
racter in it (who won't look exactly 
like Bruce Willis) will have to crea¬ 
tively use the many items he finds 
to make it past enemy guards and 
treps. It will be interesting to see if 
the game attempts to capture the 
many Bruce Willis trademark one- 
liner wisecracks from the movie. 
Hudson Hawk is being pro- 


Davey ventures through the vanous 
time zones, he can buy different 
items from the period he's in. You 
must figure out how to use these 
items to defeat the boss characters. 
If you like whimsical action games. 
Day Dreamin' Davey should give 
you a few sleepless nights. 



* 



grammed by movie adapters par 
excellence, Ocean Soft. {Check 
out our Players' Poll Contest for a 
chance to win a Hudson Hawk 
Scavenger Hunt in your own town 
or city.). 
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Our Pak Watchers managed to get 
the hot scoop on the prototype 
U.S. Super Nintendo Entertain- 
mant System {as it's officially 
called). As you can see, the design 
of the Super NES is similar to the 


SUPER R-TYPE 



Super R-Type for the Super Fami- 
Com continues the sci-fi action R- 
Type series. The graphics looked 
great and the challenge level of the 
game seemad to be quite high in 
the beta version we previewed. 



Super FamiCom, but with some of 
the more angular qualitias of the 
NES mixed in. We expect to have a 
full report on tha Super NES in our 

HOLE IN ONE 


next issue, with an insider's run¬ 
down on the system's technical 
capabilities. Here's a look at a 
couple of Super FamiCom games 
that should also coma out for the 
Super NES. 


iRUMORS! 



Hal's Hole In One golf game for the 
Super FamiCom uses the system's 
super graphic capabilities to fly 
over each hole as a preview. The 
actual game play however, takes 
place in an entirely overhead view 



Tons of rumors are out about dif¬ 
ferent games that will be devel¬ 
oped for the Super FamiCom and 
Super NES. It was perhaps inevita¬ 
ble that Acclaim announced a 
Super NES title based on The 
Simpsons, but at press time no 
other details were available. CSG 
Imagesoft has a couple of 16-bit 
titles in the works: One of them. 
Jellybean, stars a little blue hero 
that reminded us of a cross be¬ 
tween Lolo and the Blob from A 
Boy and his Blob. Equinox is a fol- 
fow-up to the NES puzzler Sol¬ 
stice. The game will chronicle the 
adventures of one of Shadax's 
descendants, who will be faced 
with an even larger labyrinth 
{1000 rooms!) to explore. Trade- 
west is working on a 16-bit version 
of Super Off Road. Hopefully, it 
will support multi-pfayer play. 
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GOSSIP GMORg 

AMERICAN GLADIATORS 

If you ever wanted to compete against the American Gladiators but 
didn't like experiencing pein personally, you might want to try Game- 
Tek's American Gladiators Game Pak. Gemini, Laser and the rest ere 
here to challenge you in the wall climb, platform joust and the other 
bone-crushmg events that have made the TV show so popular. 

BASES LOADED 3 

Rumor has it that Jaleco is working on Bases Loaded 3 for the NES. 
Each of their previous baseball games have added features for the 
NES baseball enthusiast and it might be tough to come up with any 
really new ones {unless they include a baseball cam viewpoint or 
perhaps some role-playing options...) 



MIGHT & MAGIC 

With a great looking new sequel on its way in the PC world (Might & 
Magic IE), American Sammy is getting ready to introduce Might & 
Magic to the video game market. The classic adventure role-playing 
game features a first person perspective window on the action, with a 
sub screen which allows you to interact with the many beings and 
objects you encounter. 


VIDEOMATION 

THQ's Videomation isn't a 
game but it is fun to play with. 
You can draw anything with the 
program and add motion to 
your masterpieces with an 
animation feature. 


WIZARDRY 2 

Another classic PC role-playing series, Wizardry, will be getting its 
second installment on the NES soon from Nexoft The Wizardry 
series is aimed at hard-core role players who are into stats and an in- 
depth fantasy world. Nexoft is also working on a NES version of the 
arcade game GUN-NAC. 


WORKBOY 

Workboy, an accessory being developed by Leeds Technology, turns 
your Game Boy into an organizer/ travel helper complete with a 
weights, measure and tampereture converter, world time clock, tele¬ 
phone auto-dialer, calculator, language translator, diary and personal 
banker. An optional keyboard has been designed to make it easy to 
enter data into Workboy. 




i 





Base Wars 
Baltletoads 

Bill & Ted's Excellent Vidao Game 
Advanture 

Bill Elliott's NASCAR Challenge 
Californio Raisins 
Chasa HQ 
Derkmen 

Day Draamln'Davey 

Earth Bound 

Flight Of The Intrudar 

Hatrls 

Kiwi Kreze 

Metal Mach 

Mika Ditka's Big Play Football 
TeilSpin 

Tecmo World Cup Soccer 

Ufouria 

Vidaomation 

WURM 

ZR-1 Corvette Chellenge 


\ s vjmrw. j urn * 

Addem's Family 

Amarlcan Gladiators 

Attack Of The Killer Tometoas 

Bard's Tala 

Basea Loaded 3 

Captain Planet 

Die Hard 

Dragon Werrior HE 
F-15 Strike Eagla 
Finel Fentasy IE 

Godzilla 2: Wer Of Tha Monaters 

Greg Norman's Powar Golf 

Home Alone 

Hudson Hawk 

Legends Of The Dlemond 

Maga Man 4 

Might & Magic 

Mika Tyson's Power Punch 

Ninja Geiden HE 

RoboCop 3 

SimCity 

Star Trek 25th Anniversary 

Tecmo Super Bowl 

The Flash 

Tiny Toons 

Treasure Master 

Trivial Pursuit 

Ultimata Air Combat 

Whare's Waldo 

Wizardry 2 

Wolverine 

Workboy 
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Nintendo Power'* back Issue* ore available 
mdividuolly. Add them fa year collection! They 
contain these excvfutg review*: 

7 (JulyAAugr. Mego Man 3E,Dra- 
Bon Warrior, Faxanadu, Strider. 

Volume »($ept/Oct. £9} Disney’s DudtTales, 
Dragon Warrior, Nonps, Fetter'* Quest, Roger 
* Rabbit. 

Volume 9 iNov/Oec '#9)r Tstris, floboCop, . 
WiHow, IronS word, Super Off Rood, NES Ploy • 
Action Fontboll. 

Volume 1 0 Jan/Feu. '90)* Batman, Shadow- 
^ gate, - Willow, Double Dragon JI, Clash at 
Demon head, River City Ransom. 

* Volume 17 (March/ Ap* '90; 'Super Mario 
. Bros. 3, Silent Service, Pinbot, 720, A Boyeacf # 
his Blob; AsfyaiVax. 

VolJmO? (May'June '901 Final Fantasy, 
Super P, Dynowarz, Cade Name Viper, Burai 
Fighter. * *.» 

Volume 14 (July/Aug. '90). Rescue Rangers, 
Snoke's Revenge, Solstice, Crystals. 



Vohfln. 1 * IS.ptyOci 'tb) Maniac Mansion, 
Final Fantasy, Boiler Games, NES Ploy Action 
Football, Kicklo Cubic!., Minion: tmpocribl*. 
VoJomu 1D (Nov/Doc >0j Dr.Mo/io, CartW- 
Vania HI, Little Nemo the Dream Master, Solar 
Jefman. 

Valumk 20 (Jon.'9T)> Mega Mon Iff, Doja Vu, j 
Gremlins 2, The Immortal 
Volume 21 (Feb. *91) StarTroplcs,TMNTI:The 
Arcade Game, Quantum Fighter, Magician, 
Ultima; Quest of the Avatar. 

Volufne'22 (Marcb‘91) MetaBtorm,StarTrop-> 
ici, G J. Jon, N orison's Adventure Islond H. 
Volume 23 (April *91). Power Blade, Sword 
Master, Totally Rad, Monopoly. 

To order your bock issues, us# the Bock Issue/ 
Dp Book Order Form located in the Ploye/s 
PaB section. - r* 


SPECIAL SET OFFER 


AvafcJoble only as o set, the six lerues from our ■ 
first year cover games that are just os groat 
now as they were then. You won't And these 
Issues at newsstands, omd you wqrft find this 
Information ony where else; * «, 

r. r 

N i 

—lh-depth reviews of Super Mario Bros. 2, 
Ninja Golden, Castievanki K—Simon's Ouett, 
Zelda H—The Adventure of Link, ond Tetnoge 
Mutant Ninja Turtles. * * 

—Tried ond true tips ia Counselors* Comer , 
—Special strategies In Classified Information 
This,offer is too good fd missl it’s avertable only" 
while supplies lost, so use the Back Issue/Tip 
Benk Order Form located in tHe Player’s Poll 
;tion, # 


Bulletin Board 


STRATEGY GUIDES 
AND TIP BOOKS 


Nintendo Power’s Strategy Guides and tip 
books cover some of the most popular games 
ewer and contain the most complete informa¬ 
tion there is. 




Vt 


** P ^ A «T Jp** 


Volume 13: Super Mario Bros, 3 
Volume 15: Ninja Garden 2£ 
Volume J7; Final Fantasy 
Volume-19: 4-Player Extra 


*^ir 


Jr * r S 


the Legend of Zelda: Tips and 

Now ta Win at Super Mario Bros. 

♦ 

To order the strategy source of your choice, use 
the Bock Issue/Tip Book Order Form located m 
the Player's Pop section. 


PHONE DIRECTORY 


Nintendo Power Subscriptions 
1-800-5J1-0900 • „ < . 

Subscriptions and pnewels only. CaH 24 hours 
a day, 1 days © week. 1 

Consumer Service 
1-800-255-370® 

e ■ 

Call for general assistance or ta change your 
address between 4 c jy\. and midnight Pacific 
time, Monday through Saturday,cr B a jn.and 
5 p.m. Sunday. 

• f v 

Same Play Counseling * ■ 
1^06-885-7529 •*. • 

Stumped by a game? Call our Game Play 
Counselors for help between 4 o.m. and mid¬ 
night Pacific time, Monday through Saturday, 
or B aJn. and S pjn. Sunday. It's long distance, 
so beftwe you coll, be sure to get permission 
from whoever pay* the bill 


WORLD CLASS SERVICE 


m 


♦ e 


The National World dost Service Network of 
Authorized Service Centers con answer all of 
your questions about proper maintenance of 
your NES, Game Boy and GamePcks. 

And with over 2S0 locations in 45 states, If yob 
ever need repair senate you can count on a 
fait apd reliable response. Our partners in ser¬ 
vice are evger ta keep you in the game play. 
For inf Demotion about the service tenter near¬ 
est you, cefi toll-free 1-BOO-2SS-3700. 


What can you do to be sure that your valued 
Nintendo products ore always in tip-topcondi- 
tion? It's evsyl Simply* follow these ousy-to- 
remember tips: 

—Don't touch or blow on the metal Game Pak 
edge connector. 4 ^ 

—Before using yovr Gome Paks, always check 
the open ends for foreign material*. 

—Don't leave your Control Deck or Game Boy 
on the floor where It can cotiect dirt, dust, or 


_ carpet tint, 

PLAYER'S PQIX’CONTEST WINNERS FROM JANUARY 1091 


f< 


GRAND rtUZE-WlNNER: PECOME A VALIANT COMIC HERO 

Pat Cook BromSrd, MN 

SECOND PLACE WINNfR$i VALIANT'S NINTENDO TITLES* 

ion-Jon Aroque, Athens, GA; John Cromer, Mt. Vernon,XT; Jorge Del Nlerro, Chula Vista, 
CA; Joseph Garite, Brooklyn, NY; PatGaskilt, Star Gty, WV;ByanNuniberger,Hagerstown, 
MD; Dan Jankowski, Nelena, MT; Robert Morris, Flushing, NY; Philippe Thompson, Naples, 
Ft; Brian Wise, Addison, JL. A 

THIRD PLACE WINDERS: NINTENDO POWER JERSEYS 

Royce Achterberg, Nouston, TX; Jimmy Arnold, Wynona, OK; Matt Baum, Columbus, GA; 
Lance Boucher, Old Town, ME; Ben Bouroisa, Oconto, Wl; Alex B.owers, Shirley, NY? Soroh 
Brchm, Mifwauken, Wl; John Burnell, Stanwood, Ml; Barry Chamberlain, Eureka, CA, Annie - 
Cheatham, Hartw+JI,GA; MicboelCorba, Murrieta, GA;Chris Couture, Vienna, WV; Lonnie 
Cox, St. Petersburg, FL; Rkk Creecy, Wake Village, TX; Scott Cwcio, Gretnlawn, NY; David 
Ellzey, Jackson's Gap# AL; Patrick English, Bamegat, N J? Jonathon Garcia, Mohave Vdley, 
AZ; Marc Goodman, Nashua, NH; Nick graham, Gaston, OB; John Nchn, Elgin, ILl Jona- ■ 
•hpn J. Noward Jr., Nave lock, NC; Amanda Jeon JsbilJ, Anderton r AL; Morty Karlov age, 
Manassas, VA; Kimberly Keller, Bakersfield, CA; Chris Klley, Tut son, AZ; Andy Klementa, 
Grand Junction, CO; Eric Levine, Sudbury, MA; Jason Liernrann, Sheboygan Falls, Wl; 
MSroslov Liska, Boise, ID? Andrew R. Margrabe, Jock son; MO; Kris Marino, Florissant, MO;. 
David McKmetry, Chatham, JL; JH. Miller, Metvem, KS; Greg OQuinn, Sulphur, LA; Steven 
Philbrick, Vancouver, WA; Bryant Roberts, Milwaukee Wl; Josh Bo maker, Florence, Wl; 
Adam Sdienck, Washington, DC; Christian Schnell, St. Naxionz, Wl; Jeffrey Schonk, Biloxi* 
MS; Matthew Schooler, Oak Harbor, WA; Calm Stewort, Posca, WA; Paul Stringer, Fergus 
Falls, MN? Aaron Torptne, Wilmington, DE; Frederick Wagner, Indianapolis,IN? Mike WoBt, 
Newark, DE; Nate Whitlock, fasper, WY; Brian Wise, Yorba Linda, CA; Worren Wittrocjt, 
Spokane, WA. 
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REVIEWS COMING NEXT MONTH : 



BATTLETOADS 

Zitz, Rash and Pimple aren’t skin problems anymore, the/re the three most 
amazing amphibians you’ve ever seen-the/re Battletoadsl They jam 
when they can, but when evil breaks out, the 'toads get hopping. 

THE HUNT FOR RED OCTOBER 


The big screen thriller comes to Game Boy I Dive into adventure solo or try 
the absolutely great two-player mode in which one player controls the sub 
and the other controls the opposing forces. Join the Hunt next month I 


SUPER R.C. PRO-AM 

Rev up the radio controlled racers-now on Game Boy! If you thought the 
NES version was a blast wait until you take control of these improved 
speedsters. The four-player competition is red hot! 


ALL THIS, PLUS A SUPER NES PREVIEW 

Next month take a look at the amazing capabilities of the Super NES. You've heard about the 
Super FamiCom available in Japan; now see what innovations have been made in our U.S. 
version. 




Dear Readers, 

Hat news!If yau subscribe or renew your subscription under 
our new special offer, you'll receive your NES Game Atlas 
very saan. Can you beiieve it ?! ft's free, as part of your sub¬ 
scription, and as long as you keep your subscription up-to- 
date, you'll get three other books of the same great quality In 
the coming year-all free! I think it's wild that Nintendo Is giv¬ 
ing them away free, but if that's what Nintendo wants to do, / 
say greatl The really crazy part is that some people are still 
buying individual issues of Nintendo Power at the news¬ 
stands far $3.50 each, and they'll pay $15 each for the NES 
Game Atlas and the other Player’s Guides to come, when 
they could subscribe and get 12 magazines and four books 
for $15! If you know players who haven't subscribed, be sure 
to let them know what they’re missing. 

If there’s anything else you've been wanting (A European 
Holiday? A Super NES? A trip ta the moon?1) this is the 
month to let us know. Check out Player's Pulse. This time, we 
want you ta decide an the Player’s Poll prizes. Dream an, and 
send us your ideas for the ultimate contest! 
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Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



